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Vampire ®: the Masquerade - Bloodlines m is Activision’s second Role Playing Game 
derived from White Wolf’s Vampire®: the Masquerade world. 

In Vampire ®; The Masquerade - Redemption w , the cursed knight Christof Romauld 
battled through the World of Darkness®. This time, you take control of a member of 
one of the seven Camarilla Clans. As a mere fledgeling, you are swept up in crooked 
politics and the millennia old war of the kindred. The World of Darkness® is filled 
with deceit and 
hatred. However, 
play your cards 
correctly, and 
expect to rise 
up to the ranks 
of the most 
powerful of 
kindred. 





This guide begins by providing information on how to make a successful character 
i based on each clan, but is not intended to replace the game’s manual in any way. 
After that is coverage of the weapons and items available throughout the adventure 
in the World of Darkness®. Finally, the adventure itself is covered. There are several 
ways to complete each quest, so use the information provided in this guide to make a 
character that best fits your preferred style of play, and have fun! 
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Vampires have long been feared as rapacious monsters of the night; terrible black 
forms sweeping out of the darkness to steal infants from their cribs and drain 
the blood of innocents. Vampires are also known as creatures of deadly beauty, 
and immense passion. More important than any lineage, clan, sect or cause is the 
fact that all vampires are undead predators. Fealties and duties fall second to the 
inescapable pangs of hunger. 



Within Vampire society, other Vampires 
are known as Kindred, and the humans 
they prey on are known as Kine. 



These creatures live in the shadows of cities. They’ve been around for centuries, but 
no one knows for how long exactly. The myth says they originally come from Caine, 
the first Vampire. 

Reputedly the father of all vampires, Caine is more myth than reality. Some of 
the Methuselahs, as well as certain members of the Sabbat, claim to have met a 
being who referred to himself as Caine, but the story has filtered through so many 
individuals and layers of the Jyhad that no one can precisely tell where fact ends and 
fabrication begins. 


The history of these beings has mostly been carried through the ages verbally, 
although there is one respected book. It is a loose collection of Kindred 
legendry and history known as the Book of Nod. It chronicles the origin of 
the Kindred, and Caine’s exile and subsequent journeys eastward. It has never 
been published in its entirety, but fragments of the document and its many 
partial transcriptions circulate among certain strata of Kindred society. The 
verbal history of the Kindred—though some insist that it is more legend than ' 
history—occupies a position of great reverence in vampire society. 

^Antediluvians, if they exist at all, are likely the most powerful creatures in the 
world. Members of the Third Generation, the Antediluvians are only two 
steps removed from the first vampire. According to the few fractured accounts 
of their doings, Antediluvians possess virtually godlike power. According to 
Kindred legend, there were 13 original Antediluvians, though some allegedly 
have been destroyed. 
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The civilization of the undead is a manipulative and poisonous dance and 
few vampires are left entirely untouched. Since the nights of antiquity, the 
Kindred have struggled for supremacy, in an ancient and many-layered 
s truggle known as the Jyhad. Leaders, cultures, nations and armies have all 
been pawns in the secret war, and vampiric conspiracies have influenced 
much of human history. 

Vampires are inherently creatures of the city, although some claim this is 
a matter of decision rather than nature. Urban landscapes offer everything 
a Kindred could want: near-infinite supplies of blood, enough contact to 
satisfy the most social of vampires (and enough seclusion to satisfy the most 
isolationist), and refuge from the werewolves who Unger in the rural lands 
beyond the city lights. 

Few things are as they seem in the nocturnal world of vampires. A 
political coup, economic crash, or social trend may be merely the surface 
manifestation veiUng a centuries-old struggle. Vampire elders command 
from the shadows, manipulating mortals and other vampires aUke—and the 
elders are often manipulated in turn. Indeed, most combatants may not even 
reaUze for whom they fight, or why. 

j ^jTHE MASQUERADE _ 



Most mortals remain blind to the vampires in their midst, but some do know the truth, and fear it. The most powerful group of 
mortals to hunt Kindred are the mysterious members of the Society of Leopold, a group hindered by old superstitions, but still a 
serious threat to Vampire society. 

In the Vampire society, those who break the law are slain. A vampire who violates the Traditions and brings the wrath of the 
elders on his head is hunted down and destroyed. All who hear the caU are expected 
to participate and assist. The most common name for this action is the Blood Hunt. 

A prince is chosen to protect the law in each city. A prince does not reign over a 
city. His role is more like that of an overseer or magistrate than that of a monarch. 

He is the judge who settles disputes between Kindred, the ultimate authority on 
the traditions as they relate to his city, and the keeper of the peace. Above all, his 
concern is the Masquerade and its preservation. 



The Masquerade is what protects vampires from humankind and keeps 
their secrets in the dark. It is a form of law that forbids vampires to use their 
supernatural gifts in the presence of mortals. Vampires must step lightly and be 
ever mindful of the Masquerade; were the human race as a whole ever to turn 
its attention to the Kindred, the Children of Caine would be quickly wiped out. 









The prince does not work alone. Besides the backing of the elders, the prince enjoys the protection and support of a sheriff. 
While the job description may vary from city to city, the sheriff’s prime job is to be the prince’s enforcer, the vampire who hauls 
offenders off to court, keeps order in the streets, and generally stands ready to assist with the muscle of ruling. 


In the game, violating the Masquerade 
by revealing aspects of your supernatural 
existence to humankind puts you at risk 
of ambush by human vampire hunters, 
and invites the wrath of other Kindred. 
Each breach of the Masquerade costs 
one Masquerade point. You start the 
game with five Masquerade points. If 
you are reduced to zero Masquerade 
points, you lose the game. 



You know you violated the masquerade when red text flashes on the top of the screen. There are many ways to cause a 
Masquerade violation; convince a Human you are a Vampire, use a supernatural power in public, or just walk around in front of 
Kine if you’re a Nosferatu. 

However you do it, if you gain violations, the only way to get back Masquerade points is to complete certain quests which offer 
Masquerade Redemptions. Check out quest rewards at the start of each quest to see if it provides a way to receive redemption. 


J frSECTS _ 

In Vampire: The Masquerade - Bloodlines, you run into three major factions: the Camarilla, the Sabbat, and the Anarchs. 


Camarilla 



Sabbat 


The largest sect of vampires in existence, the Camarilla concerns itself with the Masquerade, hoping 
to maintain a place for Kindred in the modern nights. The Camarilla is an open society. It claims all 
vampires as members—whether they want to belong or not—and any vampire may claim membership, 
regardless of lineage. Members of the Camarilla believe upholding the Masquerade to be pivotal to 
continued existence of the species. In Bloodlines, the vampire who sired you is a prominent member of 
the Camarilla. After he is executed, you are unwillingly “adopted” by the group. Some members want to 
aid you, some hinder you, and some simply wish to use you to further their own purposes. It is up to you 
to figure out who from within the organization are allies or enemies. 


Rumored to have its origins in a medieval death cult, the Sabbat are greatly feared by Kindred who do not belong to it. The 
sect is monstrous and violent, and no longer clings to any trappings of human philosophy or morality. Members instead revel in 
Itheir vampiric unlives. Sometimes referred to as the Black Hand, the Sabbat actively seeks the overthrow of the traditions, the 
destruction of the Camarilla, and the subjugation of humankind. 

Most Sabbat express bilious contempt for the vampires of the Camarilla, whom they see as cowardly wretches unable to accept 
their predatory natures. 







The Sabbat has recently increased its activity, actively vying for Chicago, Atlanta, 
Washington DC, and other elder-controlled cities. Animalistic and monstrous, 
the sect has swarmed like locusts over the East Coast and southern borders of the 1 
United States. Its influence in Canada has also increased, and it appears as if the 
Sabbat is realizing a grand enfilade, surrounding the United States and cutting off all 
access except that which it allows. 

Unlike the Camarilla, the Sabbat recognizes the existence of the Antediluvians, 
though it rabidly opposes them. According to Sabbat propaganda, the Antediluvians 
pull the strings of the entire world, and it is this malignant control they oppose. 

They see the Camarilla as pawns of the Ancients, and oppose its members politically 
as well as physically. 


Anarchs 

Anarchs are vampires who reject the Traditions of Caine and the dictates of the 
elders who enforce them. Ironically, elders grudgingly afford Anarchs some degree of 
status, due to the Anarchs’ ability to obtain power in spite of the elders’ opposition. 
Anarchs are also respected for their passion and drive, which few elder Kindred, 
mired as they are in their age and dissatisfaction, can muster. Ultimately, however, 
most Kindred see Anarchs as jackals, scavenging their unlives from what slips 
through the fingers of the elders. Anarchs have ruled Los Angeles for many years, 
and the Camarilla and Sabbat presence in the city is a relatively new development at 
the start of Bloodlines. 
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Kuei-jin 

The Children of Caine have spread throughout the world, hut they find 
themselves thwarted in the Far Fast by the mysterious Kuei-jin, non- 
Kindred vampires native to the Orient. The Kuei-jin seem to have little 
in common with their Western brethren. Rumors of demonic powers 
surround these Asian visitors, and their enigmatic behavior and foreign 
mindset leave many Western Kindred ill at ease. The base for the Kuei- 
jin in Los Angeles is the Chinatown district. 






< ^Clan Descriptions 


The social hierarchy of Vampires does not stop at Sects. There are also Clans. A Clan is a group of vampires who share common 
characteristics passed on by blood. After becoming a vampire, a fledgling immediately begins taking on the traits of their clan. 
Seven of these clans are playable in the game. 



Sabbat vampires are the most vicious and evil of all the 
vampires. The same goes for their Clans. Many of the 
Sabbat Clan members Composed of several Sabbat 


Other Clans 



vampires, packs ensure their members' loyalty through a 
requirement that each vampire regularly drinks a mixture of 


all the other members’ blood. Thus mystically bound, Sabbat 


1 packs are among the tightest and most vicious groups of 

vampires in existence. 

The leading Sabbat Clan is Tzimisce; Possessed of a peculiar 
nobility, coupled with an evil that transcends mortal 
perception, Clan Tzimisce leads the Sabbat in its rejection 
of all things human. More so than any other vampires, the 
Tzimisce revel in their monstrousness. They practice a 
“fleshcrafting” Discipline that they use to disfigure their foes 
• and sculpt themselves into beings of terrible beauty. 

| V Another clan with a presence in Los Angeles is the 

Giovanni. Clan Giovanni is an ancient bloodline that draws 
most members from a family that can trace its family tree 
hundreds of years into the past. Clan Giovanni is rarely 

f involved in the local Camarilla, Anarch, or Sabbat politics, 

and instead chooses to act independently and in its own 
interests. 


Also are those who are without Clans. The Caitiff are the clanless vampires, outcast by 
other Kindred and despised by those who bother to notice them at all. Vampires may 
become clanless either by having no idea of their sires’ identities (and thus having no sense 



of lineage) or by being of such weak generation that no identifying clan characteristics 


. are discernable. Caitiff are almost universally regarded as bastard children and orphans, 
though some rise to a degree of prominence among the Anarchs. In Los Angeles, there has 



\ been a recent resurgence of the Caitiff known as Thinned Bloods. Many Vampires fear and 
despise Thinned Bloods because they believe they are harbingers of the Apocalypse. 







The strength of Clans 


Each Clan has its advantages and disadvantages. Each one has a different style of play and style of approach. Selecting the rights 
Clan to suit your style of play is integral for your success. Don’t get too caught up in the “Advantages” and “Disadvantages” for 
each clan as these generally have a minor effect on gameplay. Instead, focus on the Disciplines available to each clan. Figure out 
which Disciplines you think you will enjoy playing with and choose your clan based on that. 

Does stealth interest you? Then consider picking a clan with the Obfuscate power that provides a huge stealth edge. Do you like 
to play a melee character in an RPG? Then the powers Potence and Protean were designed for you. For more information on 
creating a successful character, refer to the “Character Building” section of Chapter 3. 
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+1 to Unarmed Feat 

-2 to Frenzy Checks 

Celerity, Potence, Presence 

Brujah are driven Vampires who hold strong ideals. Brujah flock to 
change, and prefer to hang out with Kindred who share similar feelings. 
Many Brujah feel they are fighting for a vampire utopia, but some other 
clans feel their hotheadedness makes them less than desirable allies. 
Brujahs are naturally aligned with the Anarch Sect. Brujahs met in 
game are Nines Rodriguez, Smiling Jack, and Damsel. 

The Brujahs Potence Discipline makes them superior brawlers, 
so focusing on the Melee and Unarmed feats makes sense. 

However, don’t neglect Celerity and Presence, which both 
work well with Range-oriented characters. If you plan on 
creating a combat-oriented character, the Brujah Clan 
is definitely the right choice. 

If you are playing as a Brujah, keep your blood- 
level high, otherwise you could find yourself 
frenzying in the middle of the street, killing 
innocent humans. 











Cjandrel 



+5 additional Strength, Wits, 6c Stamina while Frenzied. 

-1 to Frenzy checks 
Animalism, Fortitude, Protean 

The Gangrel’s loner nature has driven them closer to the beast than 
any other Clan. Their solitary lifestyles have made them more attuned 
with animals than anything else. They have even gained the ability to 
transform into animal form. Because of their bestial nature, they tend 
to frenzy more easily than other clans. 

The Gangrels primary function is combat. They don’t get any bonuses 
related to social or other skills, however, they don’t get any penalties 
either. What Gangrels do excel at is hand-to-hand combat, and this is 
where most Gangrel players should focus their points to make the most 
effective character build. All of the Gangrel’s Disciplines are extremely 
useful, but don’t neglect the basic feats like Unarmed and Defense. 


Gangrels are an excellent choice for players who wish to focus on 
unarmed combat. No other clan can achieve the unarmed ability of a 
level 5 Protean combatant. Beckett is a powerful Gangrel featured in 
the game. 
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+2 to Inspection Feat, unique access to the 
Dementation Discipline 

Your “insight” makes negotiations difficult. 

Auspex, Dementation, Obfuscate 


The Malkavians live in a world all their own and see things in a skewed way. 
Malkavian Kindred rarely act in a manner that others would consider rational, 
as every member of their clan is indisputablv insane. 

Choosing to play a Malkavian in Bloodlines poses an interesting challenge, as 
every dialogue response for the Malkavian will be different than those for other 
clans. NPCs in the world will likely treat you different once they discover you 
are a Malkavian, and negotiating with some NPCs will be impossible if they 
are easily offended, or have not had many dealings with Malkavians before. 

As a Malkavian, you will occasionally gain insight into events which have not 
happened, or know things about people which should be secret. This insight 
is hidden in the dialogue that the Malkavian uses to respond to others with, 
and it is up to you to decipher what it all means. Players who choose to play 
as Malkavians will have a significantly different game experience than those 
playing other clans. 

Malkavians gain the unique power of Dementation, which works well as crowd 
control in overwhelming situations. The Auspex ability pushes them towards 
being Ranged combatants, but they could really go either way. With their 
Inspection bonus, it should be easy for you to pump up your Inspection feat 
early on, which helps when it comes to spotting secret items in the game. 

Therese and Jeanette are powerful Malkavian characters featured in the Santa 
Monica area. 
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Able to drain more blood from animals than other Clans. 

Nosferatu cannot appear in public without scaring normal Kine. They also cannot use public 
transportation and must use the sewers to get around Los Angeles. 

Animalism, Obfuscate, Potence 




Cursed with grotesque form and revolting looks, Nosferatu have 
learned to survive in the shadows and sewers. After centuries of 
drinking rat and other animal blood, they have grown accustomed 
to it and adapted to an underground lifestyle. Do not underestimate 
their ability to drain more blood from rats; there are several 



occasions in the game where this is very useful. 

Playing a Nosferatu is possibly the most difficult choice of the clans. 


Oftentimes, solving a quest would be straightforward for another 


clan, but extremely difficult for the Nosferatu. Nosferatus will have 


no trouble with the main game’s quests, but may run into some extra 
difficulty when completing bonus quests. 

Almost every NPC in the game treats you differently because of 
your hideous appearance and you are unable to walk the streets 
without the potential of scaring Kine if you move too close. 
Nosferatu have a special on-screen radar that indicates how close 
your character is to being noticed by the Human as they approach. 
Additionally, instead of using normal cabs to travel between 
Hubs, the Nosferatu must use the Sewers. A Nosferatu in Santa 
Monica named Bertram will explain this process to you when the 
time comes to travel to Downtown Los Angeles. Don’t skip that 
conversation! 

Nosferatu are excellent spies due to their access to the Obfuscate 
discipline, however don’t underestimate their Melee combat 
ability with the Potence Discipline. Animalism is an extremely 
powerful discipline once you put some points into it. Nosferatu 
have many disadvantages, but they have arguably the most powerful 
combination of Disciplines in the game. Gary, Bertram, Imalia, and 
Mitnick are all Nosferatu you may run into while playing through 
Bloodlines. 
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TOREADOR 


Pay half Experience points for Humanity and get double Humanity rewards when those are issued i 
Suffer double Humanity penalties. 

Auspex, Celerity, Presence 


Toreadors are the closest Kindred to humanity. Privileged and 
often with an artistic spark, Toreador prefer to live fashionably 
and with close ties with human society. Anti-humanitarian acts 
have far more severe consequence than for the other Clans. 

The opposite of Nosferatu, the Toreador Clan members are 
beautiful, social vampires. They live in, and enjoy, human society 
immensely. If you prefer a diplomatic style of play, Toreador is 
the right choice as they get excellent starting abilities for those 
who would like to focus in social graces. With high levels of 
Persuasion, Seduction and Intimidation Feats, Toreador can talk 
their way out of almost anything. However, don’t underestimate 
their abilities in combat. Toreadors have 3 excellent ranged 
combat Disciplines in Auspex, Celerity, and Presence. When 
you stack these three passive powers, you could become a ranged 
weapon force. 

Additionally, Toreadors are an excellent clan to ch oose if you 
would like a balance of many skills and would like to dabble in 
a little bit of everything. This is because Auspex provides some 
cheap XP buffs to the Wits and Perception Abilities, and Celerity 
and Presence are useful Disciplines for both Melee and Ranged 
players. The leaders in Hollywood, Velvet Velour and Isaac, as 
well as Isaac s progeny Ash are all 









Only Clan with access to Thaumaturgy. 

Unable to raise physical stats above 4. 

Auspex, Dominate, Thaumaturgy 

Clan Tremere is perhaps the most secretive, least trusted, 
and most feared of the Clans. The main reason for this 
mistrust is their knowledge of Blood Magic. Since use of 
Blood Magic requires so much study, Tremeres can never 
get their Strength, Dexterity, or Stamina abilites above four. 
Don’t worry, access to Thaumaturgy more than makes up 
for it! 

Blood Mages are a unique class in that they really don’t 
need any combat abilities beyond that of Thaumaturgy, 
which is granted at the start of the game. It s probably a 
good idea to have some back-up combat skills in case you 
run out of blood, but since you can drain blood from your 
enemies without feeding, this will rarely be a problem. 

Thaumaturgy allows the Tremere to do many horrible 
things to his or her enemies. From boiling their blood 
to erecting a “Blood Shield” to absorb damage from 
opponents, the Tremere is an extremely fierce opponent 
to meet in combat. In addition to Thaumaturgy, access to 
Dominate can help in crowd-control or stealth situations. 

JF The Tremere chantry is located in Downtown Los Angeles. 

Pay it a visit when you reach the Downtown area and 
l introduce yourself to the Regent. 
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Easier acceptance into Kindred society and can use Dominate in dialogue. 

Cannot feed on rats and have 50% chance of vomiting when feeding on bums and prostitutes. 
Dominate, Fortitude, Presence 



They are the closest thing to royalty among the Clans. Ventrue 
have been known to speak with more confidence than any other 
Clan. They are the leaders of the Camarilla and enforcers of the 
Masquerade. Living in sky-rises with large bank accounts, they 
never go so low as to feed on rats, bums or prostitutes. 

If you try to feed on a rat, you simply won’t get any benefit from 
it, but if you try to feed on a person of “low blood,” there’s a 
chance you could vomit the blood back up and cause a significant 
amount of damage to your character. Access to Dominate in 
conversation provides some default power in social situations, so 
there isn’t much need to spend XP pumping up the other social 
skills, spend that XP instead to max out Dominate as quickly as s 
possible. 

Although much focus is put on the Ventrue’s social 
abilities, don’t neglect your combat abilities. There 
are many instances in the game where there’s no way 
to talk your way out of a situation, and you must 
engage in combat to make it out of a situation alive. 

Luckily, you have access to Fortitude and Presence, 
which work great with the Melee Feat. Pump 
up your Stamina Ability and combine 
it with Fortitude to survive some 
sticky combat situations. Sebastian 
LaCroix, a name that will become 
quite familiar to you as you enter 
the world of Bloodlines, is a 
Ventrue. 
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Learning how to master Vampire: The Masquerade - Bloodlines gameplay system is pivotal to your success and enjoyment in the 
game. This section of the guide covers strategies for building a successful character. 


r iting a Character 

Creating a Character is covered quite well in the manual. The 
major things to understand when choosing which clan to play is to 
understand what each Discipline and Feat does. This guide explains 
the strengths and weakness of each Feat and Discipline, then outlines 
some basic Character Builds to provide you with some ideas. 

In the end, the best type of character is the type you want to 
play. Pick a character that has abilities you expect to enjoy using. 
Also, don’t confine yourself to the character builds presented 
here, there are literally hundreds of different ways to build a 
character, and you can beat the game with almost all of them. 

Having a concept of your character before you begin playing is 
helpful when deciding where to put points later in the game. 
Don’t let this preconception hurt your ability to deviate from 
the path. If you suddenly discover you really like to Obfuscate, 
don’t be afraid to spend some XP on it even though you didn’t 
originally plan to when you imagined your character. 




®|^EATS _ 

The Feats are divided in four categories: Combat, Covert, Mental, and Soak. There are sixteen Feats in all. Each Feat has a 
range from one to ten points. A Feat score can never go below one. 

CombatFeats 

UNARMED _____ 

The Unarmed Feat affects two major gameplay factors: ease to feed on enemies in the midst of combat, and the ability to attack 
and inflict damage with fists or claws. 

If you are planning on playing a Gangrel, Unarmed is a must. 

Choosing Unarmed combat as your primary attack style ends 
up saving you money in the long-run since you never really 
need to buy weapons. You can spend this money instead on 
Blood Packs, Occult Items, bribes, and other luxury items. 

Bare Fists are the second fastest weapon in the game, and as you 
power up this Feat, your fists do more and more Bashing Damage. 

Being able to feed on any humans or ghouls you run into in 
the game on the first try is also invaluable. 


Why You Should Put Points Into Unarmed 


Why You Should NO'TVut Points Into Unarmed 


Unarmed combatants have practically no range. No matter 
how many points you put into Unarmed, you will never 
be effective as a Melee or 
Ranged player with their 
best weapons. Additionally, 
if you don’t have Claws, you 
can only do Bashing damage, 
against which many enemies 
have a significant amount of 
Soak Feat. 




















































MELEE 


The Melee combat Feat directly affects how much damage you 
opponent may block, dodge, or counter your melee strikes. 


Why You Should Put Points Into Melee 


can do with melee weapons. It also determines how easily an 



Why You Should NOl 'Put Points Into Melee 


A full-powered Melee Feat player is extremely powerful. 
When combined with Potence, the Melee player has massive 
damage output. Melee players also don’t have to worry about 
expensive ammunition costs, and can spend their money on 
Blood Packs to ensure they survive longer. 


Melee players must always get up close and personal to inflict 
damage on enemies. High-damage enemies cause problems as 
it is difficult to dodge incoming attacks at short range. Melee 
players almost must always consider pumping up their Defense 
and Soak Feats in order to stay alive in combat. 


RANGED 


The Ranged combat Feat directly affects how much damage yoi 
and other supernaturals can defend against your ranged attacks. 


1 Why You Should Put Points Into Ranged 

Ranged Players have high damage output, and can stay far 
enough away from enemies to avoid taking much damage. 
They also have access to extremely powerful weapons like the 
Jaegerspas super shotgun which can kill powerful enemies in 
seconds. 
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can do with firearms. It also determines how easily vampires 


Why You Should APT Put Points Into Ranged 


Ranged Players quickly fall victim to economics. Even with 
getting all the money to be had in the game, they always 
struggle to make ends meet and buy enough ammo for the 
next mission. This makes the Haggle Feat a must, and also 
means fewer luxury items like Blood Packs, Occult Items. 
Its also unlikely they are able to afford armor as soon as it 
becomes available. 


DEFENSE _ 

Your Defense Feat is checked automatically every time you are attacked. As a vampire, you may defend against melee and 
unarmed attacks. The Defense Feat adds to your defense against bullets. 


Why You Should Put Points Into Defense 


Defense helps increase the effectiveness of your Soak Feats. A 
higher defense means more hits are absorbed by your Armor 
and Defensive Disciplines. This makes it a great passive ability, 
and always a reasonably good investment of XP. This is a 
must-have ability for a Tank build. 


Why You Should NOT Put Points Into Defense 


The damage adjustment is subtle. You won’t notice an 
improvement immediately after putting one or two points into 
the Feat; the big difference comes as you get closer to maxing 
it out. For a character build that already has XP stretched 
pretty thin, this is usually the first ability you can sacrifice. 











Covert Feats 

LOCKPICKING 


The Lockpicking Feat adds to your chances of successfully picking any lock in the game. Having a high Lockpicking Feat can 
get you to places others will never see. 


Why You Should Put Points Into Lockpickin; 


Having at least 5 in Lockpicks makes playing through the 
game tremendously easier, and also gives you access to secret 
areas items unavailable to players with lesser lockpicking skill. 


SNEAKING 


Why You Should APT Put Points Into Lockpickin; 


It’s an expensive skill. Putting XP into Dexterity is generally 
pointless since you always have access to Blood Buff, which 
maxes out your Dexterity statistic for its duration. Having 
Lockpicking wont ever help you in combat, so if you want to 
make a combat-oriented character, this definitely shouldn’t be 
the first Feat you should choose. 


The Sneaking Feat gives you the ability to move around unseen. The higher your rank, the easier it is to stay undetected. A 

vampire with a high Sneaking Feat can get past a group of enemies without being seen. 


Why You Should Put Points Into Sneakin; 


Sneaking is a great ability that helps you avoid combat and 
allows you to navigate through some sticky situations. Using 
stealth is also fun. If you liked Stealth in other games, you 
should enjoy Stealth here as well. 


Why You Should APT Put Points Into Sneakin; 


Stealth never works as well as 
Obfuscate. If you really want 
to make a Stealth-focused 
character, choose a clan that 
has access to that power. 



HACKING ___ 

The Hacking Feat gives you the ability to get past high security computer systems. You can obtain information inaccessible to 

others. With a high Hacking rank, you can get passwords for any system quickly and use the information to your benefit. 


Why You Should Put Points Into Hackirij 


Like Lockpicking, Hacking gives you access to certain areas 
of the game unavailable to others. It is a great ability to have 
if you are interested in getting background information on the 
people you meet in the game as you play through. 


Why You Should APT Put Points Into I lack! 


With this guide, Hacking becomes obsolete. The passwords 
for any of the important computers in the game are listed in 
the walkthrough. Also, having a high hacking feat is not very 
useful in-game. There is only one quest and a few secret items 
where having the Feat is necessary, even without the guide. 


INSPECTION __ 

The Inspection Feat shows you things others can’t see. Whether it’s hidden passageways, or hidden items on the floor, the 
Inspection Feat gives it a green particle glow. 


Why You Should Put Points Into Inspection 


Inspection allows you to find all sorts of items you wouldn’t 
normally see because they are hidden or practically invisible, 
f These aren’t negligible items either. Often they are great items 

that drastically increase your 
character’s powers. 



Why You Should AQ7 Put Points Into Inspection 


Almost all of these items are well-documented within this 
guide, so if you are planning on using the walkthrough 
portion, you won’t need this skill. Also, not all items are 
highlighted with this skill. 















RESEARCH 

The Research Feat is checked when you read books. You can read books in the game to gain rank in Feats. This is very powerfi 
since the only other way to gain those ranks is to use XR 


Why You Should Rut Points Into Research 


Two words: Free XP! If you plan your character out properly, 
you can use Research Books to save dozens of experience 
points. Additionally, Research is a cheap skill in that you get 
it as a secondary skill by pumping up both Intimidation and 
Persuasion. 


Why You Should NOTPut Points Into Research 


Finding these books is difficult, and there is no way for you 
to predict which books will become available to you when you i 
are deciding where to put XP. These books are also fairly rare; 
there are just over ten in the game. 


Mental Feats 

HAGGLE 

The Haggle Feat modifies all buy and sell prices. Vendor prices are automatically adjusted based on it. With a higher Haggle 
Feat you are able to sell items for more money, and buy items for less. 


Why You Should Put Points Into Haggle 


This is a must-have for Ranged players. The savings in 
purchasing items is not insignificant, and can make a huge 
difference in the game since there is a finite amount of money 
to be had. 


INTIMIDATE 


Why You Should NOTPut Points Into Haggle 


Its not likely Melee or Ranged players should have to spend 
XP on this skill. Also, along with Seduction, this is the most 
expensive skill in the game. You must spend XP on only 
Haggle to increase this Feat. There are no secondary Feats 
boosted by putting XP into Abilities and Statistics that affect 
your Haggle Feat. 


The Intimidate Feat is used to scare information out of people. This Feat is used in dialogue. A high Intimidate Feat gives you 
special dialog options. These are displayed in green text. Certain characters are more easily intimidated than others. 


Why You Should Put Points Into Intimidate 



High Intimidate means more 
money in-game as you’re able 
to bully money out of others. 
Also in some situations, 
Intimidation might be the 
only social approach that 
works to get the desired 
effect. 


Why You Should NOTPut Points Into Intimidate 


Persuasion is a more effective social skill to have and is used in 
more situations. Intimidation should probably only be used as a 
secondary Social statistic; Persuasion should definitely come first. 


PERSUASION 

The Persuasion Feat is a diplomatic Feat used in dialogue. New dialog options appear if your Persuasion Feat is high enough. 
These options are displayed in blue text. Selecting these Persuasion lines present you with further dialog options, all geared 
toward advancing your agenda. 


Why You Should Put Points Into Persuasion 


Persuasion is the most useful social feat as it is used in the 
most dialogues in-game. Having Persuasion often nets you 
extra XP in-game as you can reap the best rewards out of 
others. 


Why You Should NOTPut Points Into Persuasion 


If you are playing an all¬ 
combat character, Persuasion 
is not necessary. 
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SEDUCTION 


The Seduction Feat is used to seduce NPCs in dialogue. Use the Seduction Feat in dialog to feed and otherwise get what you 
want from people. If you seduce a human, you may feed on him or her without fear of violating the Masquerade. Seduction 
dialog lines appear in special pink text. 


Why You Should Put Points Into Seduction 


Seduction is a fun skill. It allows you to see things in the game 
no one else has access to, and it gives you access to Blood 
Dolls in each hub. 


Why You Should iVOTPut Points Into Seduction 


Seduction is the most expensive Social Skill, tied with Haggle. 
Putting XP into the Seduction Feat gives you no secondary 
Feat points. Meanwhile, Seduction is possibly the least useful 
social skill since you are often disqualified from seducing 
an NPC if you are the wrong sex. Seduction works most 
effectively for female characters, who generally can seduce 
men as well as women. 


Soak Feats 


BASHING 


The Bashing Feat can only be updated by assigning XP to Stamina. As a vampire, each point of Bashing soak reduces the 
damage you receive from bullets and blunt melee weapons. 


Why You Should Put Points Into Bashing Soak 


Tank characters should prioritize pumping up this feat as it 
makes them significantly stronger against fists, bullets, and 
blunt weapons. 

LETHAL 


Why You Should AOTPut Points Into Bashing Soak 


This skill is just too expensive for a non-Tank character. If 
absorbing damage isn’t your primary occupation, avoid this 
one in favor of Defense, since Defense absorbs all damage. 


The Lethal Feat can only be raised by wearing protective clothing and armor. Bladed weapons, 
such as swords and knives, deliver Lethal damage. The Lethal Soak Feat adds to your defense 
against blades. You can’t pump this Feat up with XP. 


AGGRAVATED 



The Aggravated Feat can only be raised by supernatural means. The Fortitude Discipline raises the Aggravated Feat. It’s used to 
block dangerous Kindred attacks such as claw damage. You can’t pump this Feat up with XP. 


I NDISCIPLINES 


The Disciplines within each Clan makes them unique. There are eleven in all, and they make 
up the supernatural abilities that enhance every vampire. The Disciplines each clan has should 
be the determining factor in which clan you choose. 

Disciplines and each Clans Combination 



CLAN 


DISCIPLINES 

— 

Brujah 

Celerity 

Potence 

Presence 

Gangrel 

Animalism 

Fortitude 

Protean 

• 

Malkavian 

Auspex 

Dementation 

Obfuscate 

Nosferatu 

Animalism 

Obfuscate 

Potence 

Toreador 

Auspex 

Celerity 

Presence 

Tremere 

Auspex 

Dominate 

Thaumaturgy 

Ventrue 

Dominate 

Fortitude 

Presence 










































Animalism 


O Animalism is a powerful Discipline available to the Gangrel and Nosferatu Clans. With this i 
ability, you can call forth animal allies to aid you in battle. For each point invested in it, you gaii 
a new animalistic power. 


Why You Should Pick a Clan with Animalism 


Animalism gives you access to pretty much everything you 
need to get you out of tight situations. Ravens help in stealth 
situations. Beetle inflicts impressive damage. Wolf is an 
instant kill. Bats restore blood when it is low. Pestilence is a 
great Area-Effect attack to use when you are overwhelmed. 
Pretty much all bases are covered with 5 points invested in 
Animalism. 


Why You Should NO 7'Pick a Clan with Animalism 


Animalism is great for some characters, but for a character 
more focused on Stealth, Social Skills, or direct combat Feats, 
they may find that they simply don’t have the XP to spend 
on Animalism. Most of the powers granted by each level are 
redundant to abilities they already have. For instance, why 
use Burrowing Beetle when you can fire a .50 Caliber gun? 
Animalism only works for filling holes in your gameplay 
strategy. 


LEVEL 1: NIGHTWISP RAVENS _ 

This is a powerful Discipline if used strategically. You call forth Nightwisp Ravens to surround 
an enemy. The ravens dart around, peck, and confuse the target. Meanwhile, you are given 
the freedom to either escape, or switch weapons to deal with your foe when the Ravens leave. 

This is especially useful in stealth situations where you need to distract a guard to get past him 
undetected. 

If you run into an enemy while they are surrounded by the Ravens, they will immediately 
dissipate and the enemy becomes aware of you. 

LEVEL 2: BURROWING BEETLE _ 

When using this Discipline, a beetle appears and lurches at the target eating and clawing away all flesh while burrowing into it. 
This is used as a weapon, and is a great supplement for Melee players who wouldn’t normally have access to a ranged weapon of 
any kind of accuracy. The Beetle attack always hits and does a moderate amount of damage. 

LEVEL 3: SPECTRAL WOLF_ 

This Discipline causes a Spectral Wolf to appear behind the target. It deals a swift, but painful 
death. The Wolf is most useful as a Crowd Control device, and for quickly killing human 
enemies. The Wolf also does some damage to Supernatural enemies, but does not provide the 
instant kill that it does against humans. 




LEVEL 4: BLOODSUCKER S COMMUNION_ 

A flock of ethereal bats come from the darkness, draining an enemy’s blood. When the attack is finished, they unite into one bat 
and bring the victim’s blood to you. 

This Discipline is good to use in multiple instances. When fighting against a single opponent, the bats attack and distract 
leaving you free to follow up with your own attacks. Also, the bats return more blood to you than you spend, so you actually gain 
blood by using this ability. However, if you use this ability against a boss, you will not gain any blood from it. 












LEVEL 5: PESTILENCE 


Powerful and lethal, Pestilence affects anyone in your field of vision. Some can fight it and 
survive, while others wither up and die. Those who don’t die are preoccupied fighting this evil 
for a enough time to allow you to plan and execute your next move. 

Pestilence is the most powerful crowd-control Discipline in the game. Use it when you are 
feeling overwhelmed by multiple enemies. It goes a long way towards solving your problems. 


Auspex 


This Discipline reveals the aura of those around you. By using Auspex, the Kindred can 
determine the emotions of others. You can sense if they are dangerous, suspicious, afraid, or just 
minding their own business. Auspex also raises your Wits and Perception, which is useful to 
over-buff your Ranged and Defense skills. 




Why You Should Pick a Clan with Auspex 


Auspex is the only ability that allows you to get Ranged and 
Defense Feats over 10. This adds a significant amount of 
damage and accuracy to your guns, as well as making you 
much more impervious to incoming damage. Auspex is also 
useful in dark sections of the maps in the game, and while 
stealthing to see enemies ahead of you through walls. 


Why Yoii Should NOI ’Pick a Clan with Auspex 


Auspex is a passive power, and not really necessary for any 
character build. Its more of a “if you have extra XP” Discipline 
than something you build a character around. 


LEVEL 1 



Level 1 Auspex is not very 
strong. It faintly reveals to 
you the auras of those who 
are very close to you. While 
you use this Discipline, your 
Wits are raised by one point, 
increasing your Defensive 
and Hacking Feats. 


LEVEL3 



The auras for level 3 Auspex 
are quite strong, and you can 
see them in over a large area. 
This Discipline adds two 
points to both Perception 
and Wits. 


LEVEL2 


The revealed aura becomes 
stronger and covers a bigger 
area. At this level, you gain 
one point of Perception and 
an extra point to Wits. The 
Perception point raises your 
Ranged attacks, as well as 
Inspection, in addition to 
raising Feats associated with 



LEVEL4_ 

At this level, auras are completely solid. You can see them 
through doors and thin walls. Three points are added to Wits 
and two points are added to Perception. Take advantage of this 
Discipline to hack computers, make yourself less vulnerable to 
damage, and use ranged weapons with greater accuracy. 

LEVEL5_ 

You can detect auras through walls, from a distance, and your 
Wits and Perception move to an all time high. Use this to your 
advantage by staying aware of everyone around you. 





















Celerity 



Celerity allows a Vampire to travel at a faster pace than normal humans. At higher levels, the 
pace becomes so high that the world slows down around the Vampire as they move. 



Why You Should Pick a Clan with Celerity 


Celerity adds an extra dimension to combat in the game. 
Ranged players should enjoy the edge it gives them over 
enemies, and dodging is much easier for both melee and 
ranged characters. 


Why You Should NOI Pick a Clan with Celerity 


Celerity isn’t essential for any character, but it is a really a nice 
bonus. However, if you don’t pump up your Combat Feats at 
the same time you are pumping up Celerity, it quickly becomes 
irrelevant. It doesn’t matter how fast you are moving if you 
can’t damage your target. 


LEVEL 1_ 

At this early level, walking speed increases, but not by a large 
amount. This level of the Celerity is the only level that does 
not incur a Masquerade violation when used in public. 

LEVEL2_ 

The second level of Celerity causes a Masquerade violation 
when it used in public. If you use it in combat you can dodge 
physical hits and catch up to fleeing victims. 

LEVEL3 _ 

Level three Celerity increases your agility in combat and allows 
you to punch targets and move away before they can react. 


LEVEL4 _ 

The fourth level of Celerity allows you to dodge bullets and 
physical hits, provided you pick your spot in a fight. Even 
at this level, you must be careful when facing many enemies 
simultaneously. Multiple enemies can often overwhelm you 
despite this Discipline, leaving you at their mercy. 

LEVEL5 _ 

Celerity at level five allows 
for a new freedom that is 
rarely experienced. You can 
do almost anything with ease. 

Jump twice as high and long, 
dodge bullets after they are 
fired, sprint from enemy to 
enemy, and land hits on all of 
your targets before they even 
know you are there. 



Dementation 



Dementation is a Discipline of chaos and contagious insanity. It is only available to the 
Malkavians, and this Discipline allows the insane Kindred to share their condition on others 
around them. The sudden change in mental balance drives victims totally crazy. 


Why You Should Pick a Clan with Dementation 


This is the focus-power for Malkavians. It’s an all-purpose 
power that gives you a little bit of everything. You won’t find 
my other power that is a better all-around investment in 
increasing the power of your vampire on the Stealth, Combat, 
and Social fronts. 


Why You Should VOTPick a Clan with Dementation 


The only reason you wouldn’t is because you must play a 
Malkavian, which is a rewarding, but difficult experience. 
Malkavians are definitely not for everyone. 























LEVEL 1: HYSTERIA _ 

When Hysteria is used on humans, it causes them to break 
down into hysterical laughter. It also pre-occupies the target of 

this Discipline, eliminating 
any chance of logical thought. 
This is a great skill to use 
when you need to get by an 
enemy who is in your way 
while stealthing around a 
level. 


LEVEL 4: BERSERK_ 

Berserk causes those who are hit by it to go into frenzy, much 
like a blood dry Vampire. When you encounter a group of 
hostile enemies, you can cast Berserk on half of them and 
watch as they kill each other. Afterwards, most of the victims 
of the Berserk spell die from exhaustion. 

Despite this, Beserk is probably the least useful Dementation 
power. You may still want to invest in it for the Social benefits 
as well as access to Bedlam, which a very useful crowd-control 
power. 



LEVEL 2: MASS HALLUCINATION_ 

Mass Hallucination is extremely powerful in a fight. When 
used on a mass of people, everyone around suffers penalties 
to ranged, melee, or brawl combat. Defense against feeding 
is broken down as well, providing an opportunity to recharge 
your blood. This is the most powerful debuff in the game. The 
effects are permanent, and there is no limit to the number of 
enemies you can affect with one use. 


LEVEL 3: VISION OF DEATH_ 

Vision of Death causes the targets worst fear to materialize 
in his or her mind. This fear causes sudden death for humans, 
but other supernaturals only take between 30 and 60 damage. 


LEVEL 5: BEDLAM 


When sending Bedlam 
to wreak havoc on one 
person, be cautious because 
individuals around the target 
are randomly hit by any of 
the other Dementation levels. 

Some die, others crack up 
in a hysterical laugher, and 
others start fighting each other. 

This is extremely useful to use when fighting large groups of 
humans, which happens often in the latter half of the game. 



Dominate 


The Kindred acquired this Discipline long ago to dominate and command those with weak 
minds. Weak-minded Kindred are also vulnerable to Domination. This Discipline adds new 
commands, for which victims have no defense, to each level. 



Why You Should Pick a Clan with Dominate 


This is the Ventrue’s bread and butter, like the Malkavian’s 
Dominate. It gives them access to a full gamut of ability 
enhancements including Social, Combat, and Stealth. 


Why You Should TVOTPick a Clan with Dominate 


Tremeres get a weaker version of this skill that disallows its 
use in dialogue. You shouldn’t spend any XP on this if you’re - 
Tremere. 





















LEVEL 1: TRANCE 



This Discipline causes targets 
to become pre-occupied 
while their mind is thrust 
into a deep trance. Do not to 
touch the victim during this 
state because that snaps them 
out of it. 


LEVEL 2: BRAINWIPE 



Brainwipe removes your 
existence from the minds of 
those close to you for five 
seconds. They wont see you 
or notice you in any way. 
This skill is definitely the 
least useful of the Dominate 
abilities. Use it to aid in 
evasion of combat. 



LEVEL 3: SUICIDE 

With your powerful Kindred 
mind, you can command 
your victims mind to kill 
itself. When this spell is 
activated, the victim collapses 
to the ground in a heap. The 
main advantage of Suicide 
is that the death cannot be 
traced to you. Therefore, you don’t loose any humanity points, 
or earn a Masquerade violation. It’s a kill for free card. 

LEVEL 4: POSSESSION_ 

This Discipline allows you to 
possess the mind of any nearby 
pedestrian to become your 
loyal bodyguard. The slave 
attacks anyone who attempts 
to cause you harm. This ability 
is invaluable when fighting 
large groups of humans. Use it 
to turn the tide when you are feeling overwhelmed. 

LEVEL 5: MASS SUIC IDE 

The name of this Discipline 
says it all. Pick your target, 
and anyone within the hit 
radius suffers Suicide. Use 
this attack to take down a 
gang of Kine with one action. 



Fortitude 



Fortitude is an extremely powerful Discipline. When used by a well-balanced character, the 
vampire becomes as strong as a walking, armored tank. This is the only supernatural means of 
Soaking aggravated damage. 


Why You Should Pick a Clan with Fortitude 


If you are planning on building a combat-oriented character, 
whether Melee or Ranged, Fortitude is an awesome addition 
to your arsenal, and you’ll survive significantly longer in 
combat. . 


Why You Should NO'l ’Pick a Clan with Fortitude 


There are really no disadvantages to Fortitude. If you pick a 
clan that has it, consider it a boon even if you aren’t building a 
combat-oriented character. It makes all of the forced combat 
situations much easier. 



Each level of Fortitude builds on the last to make a vampire 
even more powerful. Increase this discipline as you progress 
through the game as you should scale it upwards with the 
larger amounts of damage the enemies do later in the game. 
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Potence 



Potence is a major strength buff. Any damage you deal with this Discipline can’t be blocked. 
For any character focusing on Melee or Unarmed combat, Potence is the ultimate upgrade. 
Each level of this Discipline adds strength and power. 



Why You Should Pick a Clan with Potence 


If you are building a Melee or Unarmed combat skill character, 
Potence is invaluable and drastically increases your combat ability. 


Presence 


With this Discipline, your presence on the battlefield instills fear and dread in opponents. 
Even the strongest enemy whimpers at the sight of you. They lose the will and ability to fight, 
sometimes they just stand mesmerized at your magnificence. 



Why You Should NOT Pick a Clan with Potence 


If you are building a ranged 
character, Potence is 
worthless. 




Why You Should Pick a Clan with Presence 


Presence is a useful debuff ability. It enhances combat against 
all creatures, including bosses. 


Why You Should NOT Pick a Clan with Presence 


The only reason you wouldn’t want it is if a more appropriate 
Discipline for your chosen focus were available. 



At first level, the radius of the Presence is very small, but the 
radius of the last level is very large. Additionally, the amount 
of combat points the enemies lose is increased as the level of 
Presence increases. 
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Protean 



The Gangrel Clan has the ability to change their physical features and sometimes their structure with 
this Discipline. Their close connection to animals and their bestial side has given them the ability to 
take on a form more suitable for combat. The level progression of Protean is cumulative, so at level 
five you gain War Form and all the previous level advantages come with it. 


Why You Should Pick a Clan with Protean 


Protean is an awesome power. When combined with Fortitude, 
Brawl, and Strength, it quickly becomes one of the most 
powerful character builds in the game. It s recommended for any 
player interested in building a strong melee-oriented class. 


Why You Should iVOT Pick a Clan with Protean 


If you pick the Gangrel, 
you are pigeon-holed into 
using Protean. If you have 
an aversion to going through 
most of the game unarmed, 
Gangrels and Protean are not 
the right choice for you. 



LEVEL 1: GLEAM OF RED EYES 



Your eyes become red and the 
dark becomes daylight. Do 
not to activate this too close 
to Kine or you will violate the 
Masquerade. 


LEVEL 2: FERAL CLAWS _ 

■ You no longer use fists for 

Brawling. Use your new claws 
to hack and cause aggravated 
damage to your enemies. You 
must stay a good distance 
from Kine while your claws 
are out, or you will violate the 
Masquerade. 



LEVEL 3: WILL OF THE WOLF 

Your character takes on 
features of the wolf and 
becomes more resilient to 
damage, gaining additions 
to the Bashing Soak Feat. 
You still need to stay a good 
distance from the Kine while 
using this Discipline to avoid 
suspicion. 



LEVEL 4: HUNTER OF NIGHT 

The bestial form becomes 
more apparent and your 
claws become more powerful. 

Stay far away from Kine 
while using Hunter of Night, 
or you earn a Masquerade 
violation. 

LEVEL 5: WAR FORM 

Embrace your bestial form 
and unleash your wrath on 
any challenger. In War Form, 
your claws become even 
stronger. If you’re seen by 
Kine, you earn a Masquerade 
violation. 






















Thaumaturgy 


This Discipline allows you to control an opponents blood.Tremere are the only Clan with 
access to this mysterious form of magic. Their knowledge has made them feared amongst 
Kindred. 
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Why You Should Pick a Clan with Thaumatur 


Thaumaturgy is an awesome series of powers. Does boiling 
the blood of enemies sound interesting to you? How about 
a shield which absorbs a large percentage of all incoming 
damage from enemies? There's something for everyone with 
Thaumaturgy. 

It is very feasible to build a character completely around this 
one Discipline. If you do decide to pick the Tremere for a clan, 
you should dedicate most of your XP towards getting this 
power to level five as quickly as possible. 

LEVEL 1: BLOOD STRIKE_ 

This attack fires a projectile of blood into enemies, which 
drains their blood. Shortly after the blood has been drained, 
the projectile returns to you and refills your blood meter. 

LEVEL 2: PURGE_ 

When you are swarmed by 
multiple foes, use Purge to 
force them to drop to their 
knees, where they vomit 
blood violently. This makes 
them unable to do you any 
harm. This attack works on 
Kine and Kindred alike. This 
is an awesome crowd-control power and provides sufficient 
time to change strategies or make a withdrawal from combat if 
you suddenly find yourself surrounded by enemies. 

LEVEL 3: BLOOD SHIELD_ 

A magical shield of blood 
protects the Tremere from 
enemy attacks. This shield 
only dissipates after taking a 
certain amount damage. 




Why You Should WOT Pick a Clan with Animalism 


Tremeres rarely focus on anything but Thaumaturgy. So if you 
are interested in other combat skill pursuits or Disciplines, 
then you should go elsewhere. 



LEVEL 4: BLOOD SALVO 


This upgraded version of 
Blood Strike that hits all 
enemies in front of you. All 
of the projectiles return to 
feed you the drained blood. 

This power is fairly difficult 
to use, but useful when 
confronted by large groups of 
enemies. 

LEVEL 5: BLOOD BOIL 



Boil the blood of your target, and heat it until the target 
explodes, causing damage to those nearby. As this is the 
ultimate control over ones enemy, when the entire blood 
volume of an enemy is controlled, its heat level rises to cause 
traumatic and irreversible internal damage. 


This is the most damaging 

p - 1 

discipline power, and is a 


power you use regularly to 

£ 

attack once you have earned 

_ j 

it in-game. 
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This section provides some example builds for fourteen completely different types of characters. Use this as reference to 
formulate your own character-building strategy. 

§||TT ttt i h Character Builds _ 


GUERILLA WARRIOR 

PRIMARY SKILLS: RANGED/UNARMED/ 
PERSUASION 

DESCRIPTION: The Guerilla Warrior build is focused on both 
Unarmed and Ranged Feats. Having access to the Unarmed ability 
allows this build to save a tremendous amount of money versus a 
character who is all-Ranged Feat. Additionally, in keeping with 
the role-playing aspects of being a Guerilla and a Brujah, invest in 
Persuade. As Brujahs well know, the tongue can be just as deadly as a 
.44 Caliber Pistol, in the right situation. 

STRATEGY: The strength of this build is that in easier combat 
situations, the player can switch to Unarmed attacks. This saves ammo, 
as well as makes the player extremely versatile using the best combat style 
for each situation. Additionally, the high Strength score means it is easier 
to feed on others. The Persuasion feat is simply a bonus. You probably 
wont need it as you can survive just about any situation. Eventually, you 
should spend the XP to get Potence up a bit, but it s a low priority. 



BRUISER 

PRIMARY SKILLS: MELEE/POTENCE/ 
PRESENCE 

DESCRIPTION: The Bruiser is the best Melee-only Build in the 
game. With Potence they do the most damage of any character with 
Melee abilities. Additionally, the Presence debuff will reduce enemies 
defense and damage output, further increasing the carnage. 

STRATEGY: This is as straight-forward as it can get. This is the most 
powerful Melee build in the game, and your job is to get as close to 
your enemies as possible, then hammer away on them with whichever 
weapon you happen to have in your hands. Keep Presence activated 
when fighting bosses and large numbers of enemies for an added edge. 












































































< ^Gangrel Character builds 
BESTIAL SOLDIER 

PRIMARY SKILLS: UNARMED/PROTEAN/ 
FORTITUDE 

DESCRIPTION: This is the strongest unarmed build out there. 

With Protean’s enhanced claw damage you do a tremendous amount of 
damage right off with this build. You also are able to take a tremendous 
amount of damage since Fortitude is a priority Discipline. This 
Gangrel build should be unstoppable in any combat situation. 

STRATEGY: Always have Protean active in combat, and if you are 
taking damage, stack Fortitude on top of that. Get close to enemies 
and tear them apart. The aggravated damage from Claws is lethal to 
vampires. This is for a combat-intensive player type. You also have a 
great starting Lockpicks score, which can be used right off with Blood 
Buff to pick up to level eight locks. 




NATURE S TANK 


PRIMARY SKILLS: 

FORTITUDE/STAMINA/DEFENSE/ANIMALISM 

DESCRIPTION: This build focuses on preventing damage more than 
dishing it out. This will allow you to survive heavy fire situations, and 
often just run through crowds of enemies instead of confronting them. 
Additionally, Animalism is emphasized here to give the build versatility 
for any situation. 

STRATEGY: Focus on maxing out your Fortitude first, once you 
do, the game will become much, much easier. Next cap off your other 
Defensive Feats, Bashing and Defense. And finally, for versatility 
and extra damage, spend points in Animalism. As far as your combat 
skills go, put some points into strength and switch back and forth 
between Unarmed and Melee depending on the situation. As an added 
benefit you get a high Stealth or Lockpicking score to start due to the 
positioning of your starting points. 
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ihT III IVIAN CHARACTER BUILDS 


DEMENTED GUNMAN 

PRIMARY SKILLS: 

DEMENTATION/RANGED/AUSPEX/ 

INVESTIGATION/HAGGLE 

DESCRIPTION: The Demented Gunman uses chaos and insanity 
to enhance already considerable firearms powers. Any extra XP should 
be devoted towards Haggle so that you can afford to buy as much 
ammunition as necessary. After maxing out Firearms, start working on 
Auspex, which allows you to raise the Firearms Feat up to 13. 

STRATEGY: Dementation is an incredibly powerful back up tool to 
your primary long-range weapons. While reloading your firearm, use 
Vision of Death to take out enemies. Always use Mass Hallucination 
to debuff the enemy, and Hysteria can get you out of sticky situations. 
Don’t spend any points on Auspex until later in the game when you 
have the other skills maxed out. Since you’re Malkavian, you might as 
well spend some extra points on Inspection to get the Feat up to the 
eight-point range. 

■■B 

■■■■■Hi 
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THE MOUTH 


PRIMARY SKILLS: MELEE/DEMENTATION/ 
PERSUASION 

DESCRIPTION: This example avoids the obvious choice of building 
another Ranged Malkavian character. Instead, the focus is on Melee, 
Persuade, and Dementation. A Malkavian without the power of 
Dementation isn’t much of a Malkavian at all. 

STRATEGY: This character uses Melee for primary attacks and 
Dementation for crowd control. This is a great all-around build since 
Dementation and Persuasion working together allows them to talk 
themselves out of most situations. Even if that doesn’t work out, they’re 
able to back up their words with some Melee abilities. 
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nosferatu Character Builds 


SNEAKTHIEF 

PRIMARY SKILLS: 

OBFUSCATE/HACKING/LOCKPICKING/ 

PERSUADE 

DESCRIPTION: This is a primarily non-combat character. You 
should throw a few points into Unarmed or Melee to start in case you 
run into a tough boss, but mostly you should focus on the Stealth- 
oriented skills. Expect to survive combat through the uses of Blood Buff 
and Unarmed. 



STMTinG STATS 


Nam i': Sn^ak Tiuff 


STRATEGY: This character is an extremely challenging build to play. 
First, you don’t really have a focus on any kind of combat skill. You 
must find non-combat solutions to many of the challenges to advance. 
Some quests you simply wont be able to complete. On top of that, 
you’re playing a Nosferatu, an entire clan of social outcasts. 


pL 

Obfuscate 


2 

Lockpicking 


3 

Persuade 


4 

Hacking 


| 5 

Unarmed 
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if you mterart with the environment Coat* I blood per activation, t j*te fO second* per 
activation Obfuscate carries no ml of violating the Maiguerede 


NIGHTMARE WARRIOR 

PRIMARY SKILLS: ANIMALISM/MELEE/ 
POTENCE 

DESCRIPTION: A counterpoint to the combat-weak build above, 
this is an extremely strong, combat-focused build for the Nosferatu. 
Despite their nasty appearance, Nosferatu are possibly the most 
versatile of all the Clans, as demonstrated by a comparison between the 
Sneak Thief and the Nightmare Warrior. 

STRATEGY: This build relies primarily on the awesome Potence/ 
Melee combo, but throws Animalism into the mix to give the player 
a huge edge. Once you get Bloodsucker’s Communion, you are never 
short on blood to power Potence and Animalism skills. Focus on 
Persuade as a back-up skill. It comes in handy since you have no other 
social skills accessible, and most people have a negative initial reaction 
to you. 





STHRTIDE STATS 
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^|JTi 111 ere Character Builds 


BLOOD MAGE 

PRIMARY SKILLS: THAUMATURGY/PERSUADE/ 
INTIMIDATE/DEFENSE 

DESCRIPTION: The Blood Mages primary combat ability is 
Thaumaturgy, but there is plenty of strength to allow the character to 
feed off enemies with ease. Additionally, there’s room for high Social 
Feats like Persuade and Intimidate. 

STRATEGY: You start the game with Purge, which gives you a huge 
edge against enemies. Recharge your blood with Bloodstrike attacks 
when it gets low. Take advantage of high social skills whenever you can. 
You’re a thought warrior, so don’t charge into combat when there are 
other options available. 




RENAISSANCE VAMPIRE 

PRIMARY SKILLS: THAUMATURGY/ 

ALL NON-COMBAT SKILLS 

DESCRIPTION: Similar to the “Jack of All Trades” build, but instead 
■ f focusing in multiple combat professions, the Renaissance Vampire 
r.as abilities split between non-combat Feats. 

STRATEGY: Level up Thaumaturgy to Five first, then start focusing 
: n the Social, Defensive, and Stealth Feats. 
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j ^VENTRUE Character Builds 
WORDSMITH 

PRIMARY SKILLS: PERSUADE/DOMINATE/ 
RANGED 

DESCRIPTION: Similar to the Vampire Aristocrat, this is a character 
build which focuses on the two best Social Feats, then tags on range for 
the situations he or she cant escape with words. 



STRATEGY: Dominate is the easiest skill to build up first, and also 
the most useful. Develop Ranged and Persuade skills at the same time. 




ENCHANTER 

PRIMARY SKILLS: DOMINATE/MELEE/ 
FORTITUDE 

DESCRIPTION: The enchanter uses vampiric power to get what 
he or she wants from others instead of using natural Social graces. 

This character is also built for war, engaging in Melee backed by the 
powerful Fortitude Discipline. 

STRATEGY: The Enchanter needs to level Dominate equally with 
Fortitude and Melee to survive. If you have extra XP, feel free to spend 
it on the skills of your choice. 


A 


TOP FIVE 
FEATS IN 
ORDER OF 
PRIORITY 


Dominate _ 

Fortitude 

Melee _ 

Defense 

Player Choice (Example: Demonstrates Haggle) 




l^TT i ir Combat Strategy 


The sections that follow cover the basics of the two major types of combat: Melee and Ranged. Each gameplay area has different 
strategies for Melee and Ranged players since the best way to win an objective is often completely different for these two 
different types of combatants. 

What follows are some basic strategies which every player should know about and use. 










































HUMAN SHIELD _ 

In order to stay alive while engaged in combat, sometimes you 
must feed on your enemies. When choosing a target to feed 
: n, pick the enemy with the strongest ranged weapon, as they 
ire the greatest threat in a crowd. 

When you jump on the enemy to begin feeding, face towards 
the other enemies so that while you are feeding, the captured 
body is blocking incoming shots. Don’t worry about melee 
combatants while you are feeding, it is rare for them to hit you 
off your victim. 

If you are having trouble hooking into an enemy (several 
repeated botched feed attempts), use a Blood Buff to 
temporarily enhance your strength. This is generally enough of 
a boost to sink your teeth into even the toughest humans. 

When in a particularly tough situation, don’t be afraid to jump 
from human to human as you finish each. However, ranged 
enemies can easily shoot you off of your target if you get your 
back towards them. 

USE THE QUICK KEYS_ 

Press K to bring up the Quick Key/Shortcut menu. Bind your 
favorite weapons and Disciplines here, because it is important 

■ %^basic Melee Strategy 

KNQWTHE MOVES_ 

The most important thing for a Melee or Unarmed player to 
learn when they first start playing Bloodlines is how to use 
the variety of moves available. All the attacks in the game are 
generated by holding a directional key and hitting the attack 
button. 

For instance, if you hold Back while attacking, the character 
leaps forward with a sweeping downward attack. This attack is 
best used to hit enemies on the ground, or surprise a retreating 
enemy. Learning which moves do what is essential for being a 
successful combatant. Practice your moves in the tutorial. You 
don’t need enemies in front of you to see what a move does. 

Don’t forget that there is a whole new set of moves available in 
the crouched position. 

IUGGLING_ 

One of the keys to success for melee combatants is successful 
juggling of dangerous enemies. If you time your combos right, 
you can perpetually keep an enemy on the ground. 

^JT i i n ranged Strategy 

LEARN WHICH GUNS TO USE IN WHICH 
SITUATIONS _ 

The adventure features a variety of guns, but it may be an 
overwhelming task trying to figure out which gun to use in 
each situation. One thing to remember is that Shotguns work 
best up close, Handguns at mid-range, and Scoped Weapons 
for long range combat. Your success in each fight depends 
largely on which gun are used in which battles. 

CROUCH FOR EXTRA ACCURACY_ 

Crouching always helps your accuracy with all guns. 

Crouching drastically increases your accuracy as you fire a gun, 
and it also makes you harder to hit for Melee enemies. 


to have immediate access to weapons if you’re suddenly thrust 
into a combat situation. 


CROWD CONTROL _ 

When you find yourself surrounded by enemies and 
overwhelmed, there are two options for Crowd Control. 

The first is to use a Discipline such as Pestilence, Mass 
Suicide, or Bedlam. These powers can quickly distract, kill, 
or maim a large group of enemies, turning an ugly situation 
quickly in your favor. 

Of course, not every player has these powers. In those cases, 
make a strategic withdrawal. Back into a narrow corridor, or 
corner of the room, to avoid being surrounded by the enemy, 
which allows you to handle them one at a time. If there is 
nowhere for you to run, get your back against a wall so you 
only face enemies coming one way. 

STUCK? TRY CHANGING STRATEGIES! 




Instead of trying the same strategy over and over again, switch 
up your strategy if one just isn’t working. Think about new 
ways to combine Disciplines with weapons, or switch up to 
the opposite combat style for a bit. Shotguns can be a helpful 
weapon for everyone, even the Melee player with only one 
point in Ranged Feat can knock down people with a shotgun. 


A good place to practice this is in the Sabbat Warehouse at 
the end of the Santa Monica level. The thugs there are easy to 
knock down. Look for different moves that allow you to hit 
enemies on the ground, then continue hitting them as they 
stand. Once you’ve mastered keeping a combo going, use it 
against the bosses who are susceptible to this strategy. 

BLOOD BUFF _ 

Don’t forget that you have access to the Blood Bluff 
Discipline. This increases your Strength and Stamina to five, 
making you stronger and tougher. This is a great power to pull 
out in a desperate situation. 

TRAIN DISCIPLINES THAT WORK WELL 
WITH MELEE _ 

Don’t waste XP on useless skills! Train in Disciplines that 
work exceptionally well with Melee and Unarmed, like 
Potence, Protean, and Presence. Melee and Unarmed are 
great by themselves, but when they combine with the proper 
Discipline, they become unstoppable. 


USE DISCIPLINES WHILE RELOADING 

You aren’t completely helpless while reloading. Disciplines 
remain available, which means you can still attack incoming 
enemies during reloads. Have an offensive Discipline ready 
whenever you are in heavy gun combat, in case you need to 
take an enemy down quickly and you’re still reloading. 

KEEP AN EYE ON YOUR AMMO! _ 

Ammunition is relatively hard to come by, making conservation 
more important than in other first person shooters. Don’t blow 
through your ammo like it’s going out of style. Invest in the 
Haggle Feat so you can keep up your Ammo stock, and think of 
ways to save ammo such as feeding on more enemies than usual 
or using Disciplines to take out enemies. 
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JIP1E1T •*.•**'* * 


Equipment is divided into three categories: Weapons, Armor, and Items. When you 
pick up or purchase equipment, it is stored in your inventory. To access your inventory, 
use the default key “I.” Use this screen to examine the equipment you have at any given 
time. The inventory space is not unlimited. Once your inventory is full, you cannot 
pick up any additional items unless an item is dropped to make space. Beyond using 
the inventory screen to equip or drop items, you can learn more about the items you 
are carrying by reading their descriptions. The inventory screen provides valuable 
information on weapons, armor, and allows you to read and examine quest items. 
Whenever you receive a new quest item, you should examine it in your inventory, as it 
may provide clues as to how to complete your mission. 



j ^ j WEAPONS _ 

The kindred are a strong species and can do terrible damage with bare fists or claws, but some prefer to use weapons. There are two different 
types of weapons: Ranged and Melee. 


There are several statistics under 
each weapons listing. Here are brief 
explanations for what each statistic means: 

First Available From: This is the NPC 
or NPC-Type that the player can first 
obtain the weapon. 

First Available When: This is the point 
in the game where the player may obtain 
the weapon. For instance, if a weapon is 
first available in “Hollywood” that means 
you cannot obtain the weapon until you 
have unlocked the Hollywood Hub. 

Ranged/Melee Combat Requirement: 

This is the minimum ranking at which 
the PC can use the weapon effectively. 
Your character can use weapons if his 
or her Feat is below the requirement, 
however, this means that he or she 
causes less damage. Conversely, if the 
characters combat Feat is higher than 
the minimum, then he or she will cause 
more damage. 

Damage Potential at Level 10: This is 
the Damage Potential a weapon has if 
the appropriate combat feat is at level 
10. Damage Potential is the maximum 
potential damage your character can 
do with this weapon. The actual 
damage might vary if the opponent can 


defend against bullets (i.e. if they are 
supernatural, or if they have body armor). 

Lethality: This is how much damage 
the player can cause with the weapon. 
This number is used to determine the 
damage potential of a weapon. The 
higher the Lethality, the higher your 
damage potential with the weapon goes. 

Base Damage: This is the minimum 
amount of damage that the weapon can 
cause. It is used in conjunction with your 
Combat Requirement and Lethality to 
determine the current damage potential 
for a weapon. 

Primary Fire: This is the regular attack 
a firearm utilizes. 

Secondary Fire: This is an alternate 
firing mode for your gun; it could 
be used to switch between Full and 
Semi Automatic firing, or to activate a 
scope on a gun. Not all firearms have a 
secondary fire. 

Ammo Capacity: This is the maximum 
amount of Ammunition the firearm 
can hold between reloads. This can 
have a major impact on a weapons 
effectiveness, as you are unable to attack 
while reloading a weapon. 


Rate of Fire: This is the speed at which 
a firearm can fire rounds of ammunition. 

Reload Speed: The Reload Speed is the 
amount of time it takes for the gun to 
be reloaded. Like Ammo Capacity, this 
can have a major impact on a weapons 
effectiveness. The quicker you can reload 
your gun, the quicker you’ll be back in 
the action. 

Attack Speed: This is how fast the 
character is able to attack with the 
melee weapon. This attack speed 
also determines which type of attack 
animations are available to the player 
while wielding the weapon. 

Damage Type: The type of damage 
a weapon inflicts on enemies. Bladed 
weapons cause Lethal Damage, while 
blunt weapons cause Bashing Damage. 

If a particular weapon type isn’t working 
well against an enemy, it may be because 
they can soak a particular type of damage. 
Try switching to a weapon which dishes 
out a different type of damage. All 
Firearms, except for the Flamethrower, 
do Lethal Damage against humans and 
Bashing Damage against supernatural 
creatures. The Flamethrower does 
Aggravated Damage. 


Ranged 

For players who prefer ranged weapons, there is an excellent selection while playing in the World of Darkness. Increase your skill with guns 
by putting experience into the Perception Ability and the Firearms Talent. A high Ranged Combat feat makes your guns function with more 
accuracy, and do a tremendous amount more damage. 





















THIRTYEIGHT _ 

The thirtyeight is usually worn by police, petty thieves, and old 
women for security. It is the weakest of the ranged weapons, and 
easiest to obtain. 


First Available from 

Jack 

First Available when 

Tutorial 

Ranged Combat Requirement 

4 

Damage Potential at Level 10 

26 

Lethality 

7 

Base Damage 

2 

Primary Fire 

Single Shot 

Secondary Fire 

N/A 

Ammo Capacity 

6 

Rate of Fire 

Medium 

Reload Speed 

Slow 

UTICA M37 



The Utica M37 is a pump action shotgun. Since the Utica Shotgun 
fires in a spread pattern, it is most effective at close range. The Utica 
suffers from the longest reload time of all the guns. Have a back-up 
weapon ready in case you run out of ammo in a sticky situation! If 
you attack an enemy close enough with the shotgun, you can knock 
them on the ground. Keep shooting the enemy on the ground to 
juggle them and gain a major tactical advantage. 


First Available from 

T , 

I hugs 

First Available when 

Santa Monica 


Diner 

Ranged Combat Requirement 

5 

Damage Potential at Level 10 

50 

Lethality 

20 

Base Damage 

2 

Primary Fire 

Scattershot (8)* 

Secondary Fire 

N/A 

.Ammo Capacity 

6 

Rate of Fire 

Low 

Reload Speed 

Slow 

BROKK 17C 



The Brokk is a competent handgun with decent accuracy and 
respectable damage. The big advantage of the Brock is its 18 round 
clip size; this gives you the edge against most enemies. 


First Available from 

Fat Larry' 

First Available when 

Downtown 

Ranged Combat Requirement 

5 

Damage Potential at Level 10 

18 

Lethality 

9 

Base Damage 

2 

Primary Fire 

Single Shot 

S scondary Fire 

N/A 

Ammo Capacity 

18 

Rate of Fire 

High 

Reload Speed 

Fast 



BRADDOCK 9MM 


A small, light submachine gun that’s built for potency, not accuracyJ 
The Braddock is most effective when fired in short bursts at close 
range. Consider it a “spray and pray” gun, and should only be used 
when you are at point blank distance from an enemy. 


First Available from 


Fat Larry 


First Available when 


Downtown 


Ranged Combat Requirement 5 

Damage Potential at Level 10 14 


Lethality 


Base Damage 


1 


Primary Fire 


Full Auto 


Secondary Fire 


N/A 



Ammo Capacity 


30 


Rate of Fire 


Reload Speed 


JMl 


Medium 


.44 REVOLVER_ 

This handgun has the most powerful single shot. The disadvantage 
of the gun is its small ammo capacity. With only six bullets for every 
reload, you better make each shot count! 


First Available from 

Slater (Red Spot ) 

First Available when 

Hollywood 

Ranged Combat Requirement 

5 

Damage Potential at Level 10 

57 

Lethality 

14 

Base Damage 

3 

Primary Fire 

High-Powered 
Single Shot 

Secondary Fire 

Fan 

Ammo Capacity 

6 

Rate of Fire 

Medium 

Reload Speed 

Fast 



McLUSKY .50 CALIBER 


The McLusky has a high firing rate and its .50 caliber slugs deal 
impressive damage. This weapon is harder to handle than the .44 
Revolver, but its increased clip size makes up for the difference. 


First Available from 

Trip/Larry/ 

Mercurio 

First Available when 

After Fu 

Syndicate 

Ranged Combat Requirement 

5 

Damage Potential at Level 10 

57 

Lethality 

14 

Base Damage 

3 

Primary Fire 

Single Shot 

Secondary Fire 

N/A 

Ammo Capacity 

12 

Rate of Fire 

Medium 

Reload Speed 

Fast 





















































































TAEGERSPAS XV 


The Jaegerspas XV is an automatic shotgun. It has the firing rate and 
look of an assault rifle, but the tearing power of a shotgun. It uses 
buckshot instead of slugs, so its victims are more vulnerable up close. 
The Jaegerspas is arguably the most effective all-around firearm in 
the game. It has an extremely fast firing rate, does damage at close- 
range equivalent to a high-powered handgun, and is reasonably 
accurate, even at medium range. The biggest disadvantage is the 
small clip size, but the extremely fast reload time makes up this fault. 


First Available from 

Mercurio 

First Available when 

Hollywood 

Ranged Combat Requirement 

7 

Damage Potential at Level 10 

63 

Lethality 

18 

Base Damage 

3 

Primary Fire 

Scattershot (8)* 

Secondary Fire 

Full Automatic 
Scatter(8) 

Ammo Capacity 

6 

Rate of Fire 

Low 

Reload Speed 

Fast 




LASSITER KILLMATIC 



The Lassiter Killmatic looks like a bigger, more dangerous version 
of the Braddock 9mm, but that’s where the similarities end. The 
Lassiter has a huge, 33-shot clip capacity, does an incredible amount 
of damage, and is extremely accurate even with a low Ranged 
Combat Feat. The Lassiter is a great companion to the Jaegerspas, 
and if you cycle between the two, you can become an unstoppable 


First Available from 

Tseng 

First Available when 

Chinatown 

Ranged Combat Requirement 

6 

Damage Potential at Level 10 

28 

Lethality 

10 

Base Damage 

2 

Primary Fire 

Full Automatic 

Secondary Fire 

Semi- 


Automatic 

Ammo Capacity 

33 

Rate of Fire 

High\ 

Reload Speed 

Medium 

JAIME SUE 



The Jaime Sue is a high-powered rifle that does more damage than 
any other weapon in the game. To get the most out of the Jamie 
Sue, you should use it in Scoped mode, as this drastically increases 
accuracy, range, and damage. Even the final bosses in the game fall 
quickly if you have enough ammo for the Jamie Sue. Don’t even 
think about using the rifle for close-ranged combat though, or your 
character could find its final death! 


First Available from 

Romero 

First Available when 

Hollywood 

Ranged Combat Requirement 

4 

Damage Potential at Level 10 

48 

Lethality 

10 

Base Damage 

3 

Primary Fire 

Single Shot 

Secondary Fire 

Zoomed Single 
Shot 

Ammo Capacity 

4 

Rate of Fire 

Slow 

Reload Speed 

Fast 



BULLPUP RIFLE 


The Bullpup Rifle is a lightweight, Austrian made gas powered 
assault rifle. A 4x scope is attached for improved accuracy and for 
using the weapon at long range. This is a unique weapon in that it 
can be used effectively at all ranges: Long, Medium, and Short. 
First Available from Mercurio 


First Available when 


After Fu 
Syndicate 


Ranged Combat Requirement 8 

Damage Potential at Level 10 16 


Lethality 


14 



Base Damage 


1 


Primary Fire 


Full Automatic 


Secondary Fire 


Zoom Full 
Automatic 


Ammo Capacity 


30 


Rate of Fire 


High 


Reload Speed 


Medium 


CROSSBOW 


The Crossbow isn’t available until late in the game (during the final 
conflict with the Keui-Jin). At that point, you should have much 
better weapons already sitting in your inventory. However, if you 
want to conserve ammo, then using the enemy’s crossbows is a good 
choice, as they do a reasonable amount of damage, especially the 
flaming variant. 


First Available from 


First Available when 


Temple Guards 


Ranged Combat Requirement 8 


Kuei-Jin Temple 


Damage Potential at Level 10 36 


Lethality 


16 


Base Damage 


Primary Fire 


Secondary Fire 


Single Shot 



N/A 


Ammo Capacity 


Rate of Fire 


Medium 


Reload Speed 


Medium 


FLAMETHROWER 


The flamethrower is quite effective at putting down any enemy. It is 
effective at clearing an area, or stopping crowds of enemies in their 
tracks. It scorches everything in its path. Vampires are vulnerable to 
fire, making the flamethrower extremely effective when fighting any 
Kindred. Save this weapon for your toughest batdes since the ammo is 
expensive, and goes fast. Don’t waste it on Sabbat Minions or Humans. 

First Available from 


First Available when 


Mercurio or 
Fat Larry 


After Giovanni 
Mansion 


Ranged Combat Requirement None 


Damage Potential at Level 10 


Primary Fire 


Fire Aggravated 
Damage 


Spray 




Secondary Fire 


N/A 


Ammo Capacity 


150 


Rate of Fire 


Constant 
















































































Melee 


Melee Weapons are for those who enjoy their combat up-close and personal. Using a Melee Weapon is generally more effective than just usinj 
bare hands, unless you have the Protean Discipline. To become more powerful with melee weapons, raise your Strength Ability and Melee 
Talent. A vampire with a high melee combat feat and a katana is devastating to both Kindred and Kine alike. 


TIRE IRON 


The Tire Iron is the worst Melee Weapon in the game; luckily, you 
get it free in the Tutorial. Use it only when you must, but move onto 
the Knife or the Baseball bat as soon as possible. 

First Available from Thugs 


First Available when 

Tutorial 

Attack Speed 

Fast 

Damage Type 

Bashing 

Melee Combat Requirement 

3 

Damage Potential at Level 10 

28 

Lethality 

7 

Base Damage 

2 



BASEBALL BAT 


An updated version to the club, one of mankind’s earliest weapons, take 
the baseball bat to the streets and clean house. The main strength of 
the Baseball Bat is its ability to knock foes off their feet. When they’re 
on the ground, pounce on them to score a few bonus hits. 


First Available from 

Thugs 

First Available when 

Tutorial 

Attack Speed 

Fast 

Damage Type 

Bashing 

Melee Combat Requirement 

4 

Damage Potential at Level 10 

28 

Lethality 

8 

Base Damage 

2 

KNIFE 



The knife serves you well in close combat. You need a melee combat 
rating of four to successfully use the Knife. Although many weapons 
are stronger than a knife, its small size makes it easy to swing quickly. 
Additionally, the lethal damage it deals can be more effective against 
certain enemies, such as the Gallery Noir Blood Guardian. 

First Available from 


First Available when 

Santa Monica 

Attack Speed 

Very Fast 

Damage Type 

Lethal 

Melee Combat Requirement 

4 

Damage Potential at Level 10 

30 

Lethality 

9 

Base Damage 

2 



A SEVERED ARM 


First Available from 

Stan Gimble 

First Available when 

Santa Monica 

Attack Speed 

Fast 

Damage Type 

Bashing 

Melee Combat Requirement 

4 

Damage Potential at Level 10 

30 

Lethality 

9 

Base Damage 

2 



Pick up this sick weapon from Gimble in Santa Monica. The Severed 
Arm is actually an effective weapon to use early in the game. In 
addition, there is certainly something to be said for beating enemies 
over the head with a disembodied arm. 


BATON 



This is a weapon you can only receive from killing police or 
guards. If you already have a Baseball Bat, or the Severed Arm, 
not much need for getting one of these, but if you’re collecting, 


security 
, there’s 
go for it. 


First Available from 

Cops 

First Available when 

Santa Monica 

Attack Speed 

Fast 

Damage Type 

Bashing 

Melee Combat Requirement 

2 

Damage Potential at Level 10 

30 

Lethality 

7 

Base Damage 

2 

FIREAXE 





The Fireaxe is a great weapon, and the best weapon to use once you’ve 
unlocked the downtown area. Despite its size, the Fire Axe can be swung 
very quickly. If you are a melee player, your first stop upon arriving in 
Downtown LA should be to Fat Larry to pick up one of these. 


First Available from 

Fat Larry 

First Available when 

Downtown 

Attack Speed 

Fast 

Damage Type 

Lethal 

Melee Combat Requirement 

5 

Damage Potential at Level 10 

34 

Lethality 

12 

Base Damage 

2 




SLEDGEHAMMER 


The Sledgehammer is a classic destruction device. It is a slow 
weapon, but it knocks opponents back and does plenty of damage. 
This is also good to have around when fighting Undead Zombies. 


First Available from 

Slater {Red Spot) 

First Available when 

Hollywood 

Attack Speed 

Slow 

Damage Type 

Bashing 

Melee Combat Requirement 

5 

Damage Potential at Level 10 

45 

Lethality 

10 

Base Damage 

3 

BUSH HOOK 


The Bush Hook is a brutal weapon. Use this weapon to rip people 
open and send them flying against wall. It is very slow, but does more 
damage than any other melee weapon. 


First Available from 

Trip 

First Available when 

After Glaze 

Shoo tup 

Attack Speed 

Slow 

Damage Type 

Lethal 

Melee Combat Requirement 

10 

Damage Potential at Level 10 

52 

Lethality 

13 

Base Damage 

4 



















































































KATANA 


The Katana is super sharp and fast, capable of horrible damage 
against both Humans and Vampires. This will likely be your weapon 
of choice towards the end of the game if you are a melee player. 


First Available from 

Tseng 

First Available when 

Chinatown 

Attack Speed 

Very Fast 

Damage Type 

Lethal 

Melee Combat Requirement 

8 

Damage Potential at Level 10 

42 

Lethality 

12 

Base Damage 

3 



TORCH 


The torch is effective against vampires and other supernatural creatures 
since it does primarily fire damage. Since it has such a low Melee Feat 
Requirement, it can be used effectively by almost everyone. 


First Available from 

Vampire Hunters 

First Available when 

Hollywood 

Attack Speed 

Fast 

Damage Type 

Aggravated 

Melee Combat Requirement 

2 

Damage Potential at Level 10 

34 

Lethality 

9 

Base Damage 

2 


TAL’MAHE’RA BLADE 



The TaTmahe’Ra Blade appears to be identical to the normal katana 
at first glance. However, closer inspection reveals that it is incredibly 
lightweight and has a feeling of mystical power surrounding it. 
Attacks with the Tal’mahe’Ra Blade are twice as fast as a normal 
blade. This coupled with the aggravated damage type, makes it the 
deadliest melee weapon for engaging supernatural enemies. 


First Available from 

Hallowbrook 

First Available when 

Hallowbrook 

Attack Speed 

very fast 

Damage Type 

Aggravated 

Melee Combat Requirement 

8 

Damage Potential at Level 10 

42 

Lethality 

12 

Base Damage 

3 
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Unarmed Combat 


i 


For those who choose to go unarmed, there aren’t that many options. 
This is good in the sense that you never need to buy weapons, worry 
about ammo, and you have a ton of extra money for Blood Packs and 
other useful items. The downside is that unless you have the Potence 
or Protean Disciplines, going unarmed is never going to be as good 
as leveling up Melee and Ranged. To upgrade your unarmed power, 
spend XP in the Strength Ability and the Brawl Talent. Nines can 
also give you some pointers if you ask him when you first arrive in 
Downtown LA. 


i FISTS 


) Fists are the default weapon for those who choose the unarmed 
school of combat. Coupled with Potence, fists can become extremely 
effective as they are faster than any melee weapon except for the 
Tal’Mahe’Ra Blade. With the Strength buff Potence provides, you’ll 
be doing heavy amounts of damage to the enemies immediately. Fists 
do Bashing Damage. 
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Claws 


Claws are utilized when vampires reach a more 
bestial state. When any clan enters Frenzy, they 
grow claws which makes them more effective in 
unarmed combat. Additionally, Gangrels with 
Protean levels 2 and 3 have these same claws when 
the discipline is activated. Claws do Aggravated 
Damage. 

Claws Level 4 and Level 5 



When a Gangrel Frenzies or reaches levels 4 and 5 
of Protean, they grow extraordinarily fierce claws 
for combat. These claws are as good as any melee 
weapon in combat, and you should find shredding 
enemies with them to be an extremely effective 
combat tactic. 
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Items can be anything from magical artifacts to keys on a keychain. 
Some of these items are rewards for completing quests, while are 
found on the ground. 


KEYRING 


The key ring is an item every character starts 
out with. All of the keys collected throughout 
the adventure are attached to this ring. If you 
are curious to see which keys you are currendy 
carrying you can inspect the Key Ring in your 
inventory to see a complete list of keys you have 
picked up. Keys are pivotal to completing quests, 
so you cannot drop them. 

WALLET 




Your wallet holds money, and allows you to check 
how much money you have saved up at any given 
time. To do so, open up your inventory screen and 
click on the money icon. The money icon changes 
depending on how rich you are. You start out with a 
pile of coins, but as you amass wealth it grows to a large pile of big bills. 


BLOOD PACK_ 

Blood Packs, quite simply, keep you alive and healthy in difficult 
combat situations. Blood Packs both heal your character and restore 
lost Blood Points that were used to power Disciplines. There are three | 
variations of Bloodpacks: Normal, Blue Blood, and Elder Vitae. 

Normal Bloodpacks restore 3 Blood Points each, 

Blue Blood Packs restore 5 Blood Points each, and 
the Elder Vitae Packs heal all missing Blood Points. 

Elder Vitae is a very rare item to find in-game so 
conserve them as much as possible. 


LOCK PICK 



The lock pick might be the most valuable item in your inventor}’. 
If you don’t have this tool, you can’t pick any locks, which stops 
many quests dead in their tracks. This item 
is a necessity to any adventuring kindred. If 
you did the tutorial, one was picked up while 
progressing through the Warehouse. If you 
didn’t play the Tutorial, you must buy one from 
Trip ih the Santa Monica Pawnshop. 















































ij ^jARMOR _ 

Armor serves both as a fashion statement and protection against all sorts 
of attacks. Each character may earn up to five types of armor. Each clan 
and both sexes enjoy their own unique style of outfits. The outfits that 
serve as armor add to your Bashing and Lethal Soak Feats. The heavier 
the outfit, the more your dexterity suffers while its worn. It s not a good 
idea to pick locks or stealth around while wearing the heavier armor 
types. Make a quick change to the lighter stuff when a mission requires 
stealth feats. To cycle through available armor, hit the F3 Key. 

LIGHT CLOTHING _ 

Light clothing doesn’t serve as effective armor, 
and doesn’t provide any bonuses to your soak 
feats. This is the armor availabe at the start of 
the game. 

HEAVY CLOTHING _ 

Heavy clothing does provide an extra level of 
armor. It adds one to the Bashing Soak feat 
and one to Lethal Soak. Heavy Clothing 
doesn’t penalize your dexterity. Buy Heavy 
Clothing from Fat Larry in Downtown. 

LIGHT LEATHER _ 

Light leather provides two points to both the 
Bashing and Lethal Soak feats. However, it 
is harder to move in this gear, so you lose one 
poifft of dexterity. Slater cashier of the Red Spon 
in Hollywood sells this armor. 

HEAVY LEATHER _ 

Heavy Leather gives three additional points to 
Bashing and Lethal Soak feats. It isn’t much harder 
to move around if you have on Light or Heavy 
Leather, so you get the same -1 Dexterity penalty. 

Pick up Heavy Leather from Tseng in Chinatown. 






FEA CHARM 


This small totem makes its possessor feel as light as 
a bird, and gain +1 to Dexterity. This item is bought ' 
from Tseng in Chinatown. 


GALDIUM 


This rough-hewn amber stone gives peace to those 
who hold it. While holding this stone, your passive 
Disciplines last 25% longer. This item is found in the 
Nosferatu Warrens. 


HEART OF ELIZA 


This glassy stone has a liquid core, which is visible through 
the milky, rock solid outer shell. The possessor gains a Melee 
bonus of+1. This item can be bought from Tseng in Chinatown. 


KEYOFALAMUT 


These have been carried by the Clans of Assamite for 
thousands of years. Feared by others, the Clans hold 
the only remaining few in existence. The possessor 
gains extraordinary resilience to damage. It increases 
all Soak ratings by +1. Pisha grants you this item if you 
successfully return the ancient Giovanni tome. 


MUMMYWRAP FETISH 


The Kindred holder enjoys boosted vitality from this unique item. 

A Kindred’s passive healing rate increases when in possession of this 
item. Pick up this item amidst the grotesque halls of 609 King’s Way. 


THE ODIOUS CHALICE 


This is a perverse creation of aTzimisce Flesheater. It is 
an abomination, forced to live through a tortured eternity in 
servitude. While destroying enemies, the chalice fills up 
with blood that can be later be drained by the user. Use it 
to restore your own levels blood levels when warranted. 


BODYARMOR 


Body Armor is the best armor at soaking 
damage from normal weapons. The only way 
to obtain Body Armor is through the Ghouling 
Heather side quest. 



OCCULT ITEMS 



The Occult Items are mystical items that bestow special powers to 
those whom possess them. Occult Items can make an extremely 
difficult section of the game easy, and also save on XP by buffing 
areas. They are definitely something every Vampire should strive to 
have filling up their inventory. 


BLOODSTAR 


RUNE OF THE THIRD EYE 



This item came as a gift from the Camarilla Regent to 
aid in destroying a monster in Hollywood. It reduces 
amount of damage dealt by Gargoyles. 

SAULOCEPT _ 

The whispers of thousands fill your mind when you posses this 
item. The whispers seem to offer guidance, but their message 
eludes your consciousness. What motivates them is unknown, 
but somehow the holder is increasingly subject to their suggestion. 
Those who possess the Saulocept gain a +1 to experience every time 
they’re awarded three or more experience points. The Saulocept is 
found in the undead-filled bowels of the Giovanni Mansion. 


Kindred who wear this talisman receive a boost to their 
connection to the supernatural. Blood Buffs last twice as 
long with the BloodStar. This is the reward for finding 
out the mystery of the Plaguebearer for the Camarilla 
Regent in Downtown LA. 


DAIMONORY 


Only available to accepted Tremere clan members, this 
pendant is hot to the touch. You feel more confident and 
able. The damage of all Thaumaturgy effects is increased. 
You are awarded this item after taking care of a difficult 
problem for the Tremere Clan in Hollywood. 


I 
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TARULFANG_ 

This item is found on the dungeon floors of Alistair Grout’s 
Mansion. This Fang once belonged to a ferocious predatory beast. 
When it is in your possession, you’re less likely to Frenzy. Obtain 
the TarulFang by solving the electrical puzzle in the bottom of 
Grout’s mansion. 



EKAPAUG THISTLE 


shamanistic totem which increases a player’s Defense Feat . 
one. This item is found in the Ocean House. 
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Welcome to 

Santa Monica 
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1. Bailbonds 

2. SunCo Gasoline 

3. Brother’s Salvage 

4. Smoke Shop 

5. Diner 

6. Club Asylum 

7. Parking Garage 


8. Santa Monica Pier 

9. Red Devil Tattoo 

10. Medical Clinic 

11. C. Moore’s Coffee 

12. Gallery Noir 

13. Pawnshop 

14. Apartments 


The Pain of Being Mercurio 
Blackmailing Malcolm 
Copper s Condition 
Thinned Blood 


Side Ouests—Santa Unnica 

Replacing Lily 
A Bounty for the Hunter 
Jumping the Bail 
The Hunted Hunter 


Bloody Mess 
Ghouling Heather 


h .' ' 

Before arriving in Santa Monica, you have the 
option of completihg a tutorial with Jack. If this is 
the first time you are playing, take the time to walk 
through the tutorial as there are many gameplay 
features never before encountered. Additionally, 
there are several plot points you may miss by 
‘ skipping the tutorial. If that wasn’t enough reason, 
you get 2 XP and a set of lockpicks for completing 
the tutorial. Feed on the last two enemies in the 
tutorial so that you end up with a full blood bar 
when starting the game. 
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Free Firearm 

If you re sneaky, you can get away with the gun Jack 
loans you in the tutorial. After you kill the last two 
enemies, drop the .38 on the ground, then talk to 
Jack. Immediately after he is done talking to you, 
run hack to where you dropped the .38 to start with 
the gun in Santa Monica. 


Santa Monica 























Santa Monica is the location of the Haven, a small apartment 
not far from the world-famous Santa Monica Pier. This is your 
home for at least the first half of the game, and it provides a place 
to store items, such as spare blood supply or ammunition (Use 
the Fridge!). The computer is in working order, so use it to send 
and receive e-mail messages to other characters in the game. 
Check your e-mail regularly as you may receive some quests 
through e-mail, and the only 
way to know if youve received 
them is by checking your e- 
mail. Your e-mail is also full 
of spam, so don’t be afraid 
to delete messages you don’t 
need to make room for new 
messages! 



Start with a quick exploration of the Haven. There’s a note 
from Mercurio on the desk, right next to a laptop computer. 



# *!»'*» » 

fhd note from 
Mercurio provides 
the password for the 
computer (sunrise) 
and information on 
where he's hiding your 
starting cosh. 


Check e-mail and note Mercurio’s address and the directions 
to his place. It’s the building to just to the right of the Haven. 
Before heading out, search the place completely to find 
the following goodies: SI00 in cash (desk drawer), a watch 
(bathroom floor), a pill bottle (medicine cabinet), and three 
blood packs (refrigerator). 



Current Events 

I he television shows newscasts about a derelict 
ship in the harbor and a gruesome murder on the 
Santa Monica Pier. If FV isn’t vour thing, listen 
to the radio.lake a bit of pleasure in listening to 
the commercial for fast food chicken. It s great! 
Both the radio and I V provide new programs as 
you progress through each major part of the game. 

I listen and watch each when you get to each new 
area: Downtown, Hollywood, Chinatown, and 
finally the End Game. Some of the funniest stuff in 
the game happens on these programs. 


Gather everything up and head out into the hallway. Head 
down the hallway and pickup the paper in front of the next 
apartment. There’s a headline about the gruesome murder on 
the pier. This activates the Carnival of Death quest, which 
becomes available much later in the game. 

Look for the set of mailboxes on the right side of the hallway. 
Yours is empty for now, but remember to check it later after 
you complete mail-related quests. Step outside and you’re 
immediately hit up by a homeless person hanging outside your 
apartment looking for change. If you like, you can give him a 
buck, or if you re planning on playing an evil (low Humanity) 
vampire, feed on him. 

Just below your apartment is Trip’s Pawnshop. Inside he sells 
you two Research Manuals (for training up level 1 and 2 
computers, and levels 1 and 2 Firearms) as well as a lockpick 
if you didn’t complete the tutorial. 

If you have high enough 
Persuasion, Intimidate, or 
Seduction, convince Trip to 
start selling you weapons, 
but he only has access to a 
thirty-eight and a knife at 
this point. 


























Fine Dining 

There’s a Blue Blood located near the Santa Monica Suites apartment building, practically right next door. Use 
Dominate or Seduce on the Blue Blood in order to convince him to go with you into an alley for a little feeding 
session. Members of any Clan can convince the Blue Blood to provide some cab fare (S20) through the use of 
Intimidation and Persuasion. 


[WHEREFORE ART THOU. MERCURIO? 


laxXP from qu est 
r ind Mercurio 
|Opens Quests 


1XP 


1XP 


The Pain of Being Mercurio 


Mercurio is a Ghoul who works for Prince LaCroix, and lives 
next to your building in the Santa Monica Suites. Move toward 
the street and observe the events that unfold, then follow the 
injured man into the apartment building and down the hall. 
Follow the blood trail to the last apartment on the hallway to 
the right. Talk to the bloody ghoul to complete the quest. 


Mercurio tells you about his recent misfortune, but is not in 
any condition to rectify the situation. Ask Mercurio if there 
is anything else you can do for him and he requests some 
morphine. The morphine 
is in the Clinic across the 
street. For more information 
obtaining it see The Pain of 
Being Mercurio side quest. 

This side quest needs to be 
done before completing the 
Surfs Up quest. 

Before you leave, Mercurio tells you that Dennis is the guy 
who took the money. His accomplice is Brian, they are surfers 
who live by the beach in town. If you ask, Mercurio will give 
you directions to get to the beach from his apartment. 


H Dote about Itlercurio 

Mercurio is dcvastatingly injured, hut he recovers quickly. If you’re polite to him and try to help, he remembers this 
and can be a valuable weapons dealer. If you hint that you will betray him to LaCroix, he’ll he ready foi you upon 
your return from the Beach House. 




< frSURF’S UP 


lax XP to Earn From Quest 
|Get Astrolite 


IReturn Money to Mercurio 


4XP 

wmmmm 


2XP 

wmm 


1XP 


IReturn With Astrolite to Mercurio 


$250 

■■■ 


1XP 


Santa Dlonica 























































To reach Dennis and Brian at their run-down beach house 
near the Santa Monica pier, turn right out Mercurio’s 
building and head into the parking structure. Follow the 
signs that direct you to the beach. There are several police 
cars positioned at the entrance to the pier and it is easy to 
overhear them talking about the recent grizzly murder. This 
conversation takes a quick turn for the weird, and you should 
listen to the entire conversation before heading down to the 
pier; you only get one shot at it. 



Follow the signs to a staircase, then a tunnel. Proceed through 
the tunnel to emerge on the beach, at the base of the Santa 
Monica pier. 

Immediately upon entering the beach, you’re approached by a 
fortune-telling Thin Blood named Rosa. She tells you where 
to go to find the thugs. If you are interested in finding out 
what is in store for you over the next few nights, pay her S20 
to tell your fortune. 

There are a group of Thin Bloods on the beach. Chat with 
them to open up two side quests covered later: Copper’s 
Condition and Thinned Blood. 

Climb to the top of the cliff using the steel stairs. Once there, 
stay in the shadows, crouch and move to the right. There are 
several ways to approach this quest, and it’s possible to mix 
and match several of the elements from each strategy. 





Combat Hreji 

Ypu can tell you are in a combat area By the gun on 
the left side of the HUD. There are three symbols 
which may appear there: the gun, a mask which 
indicates you are in a Masquerade area and cannot 
use Masquerade-violating Disciplines, and a fancy 
E, which is short for “Elysium” which means you 
will not be able to use any weapons or powers in the 
area. Keep your eye on this gauge to understand , 
what actions are appropriate in your current arqa. 
You never lose humanity for killing a human in a 
cdmbat area. 


The Forceful Approach 


Since the thugs at the Beach House are equipped with 
weapons including a .38, tire irons and baseball bats, you mu ; * 
be careful when choosing combat to deal with them. Take 
them in small groups, first shooting at the one closest to you 
(Brian). Aim for others that come running. Any remaining 
thugs fire from the safety of the house, shooting right through 
the glass. Stay low and return fire. 




















There are other targets besides the thugs. Shoot the water 
heater at the back of the house to create distraction and 
damage anyone standing nearby. It’s possible to kill the lights 
while you’re back there, creating a bit of chaos. Finally, there’s 
a radiator in the living room, which explodes when shot. 

If you are more melee oriented, attack Brian, who is standing 
in front of the house, then back up and use the old van for 
cover. Take down Brian with your best melee weapon and wait 
for the other thugs to approach. When they do, feed on them 
for extra blood, or just bash in their heads. 

The Diplomatic Approach 

Use Demention, Dominate, Persuasion, Seduction, or 
Intimidation on Brian, who is guarding the front. Convince 
him to let you in the house. Next up is Dennis. As the leader 
of the thugs, he’s the one with the Astrolite. It’s in a small 
room on the side of the living room, behind a locked door. 

Go around the house and enter from the laundry room on the 
other side of the door. 
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Feeding Time Dangers 


Using Seduction on Dennis provides the 
opportunity to feed off him. If you break off 
the feeding before he dies, he immediately 
begins attacking. In combat areas you always 
want to feed on enemies until they die, 
otherwise they keep attacking as though they ^ 
haven’t been damaged. 


The Stealthy Approach 



Dennis is pretty cautious, but not stupid enough to turn down 
a deal. Don’t tip him off by mentioning Mercurio and the 
Astrolite too early. Dennis sells you the Astrolite for $250, but 
there’s a chance to get it out of him for free using any of your 
social skills if they are at Level 3 or higher. 


Upon reaching the top of the fire escape, crouch and move 
to the left. There’s a loose board on the on the fence in the 
shadows on the left of the house. Remove it and proceed 
through. Stay in the shadows around the side of the house, 
avoiding the debris along the way. Next to the water heater 
-is the switch for all the power in the house. Flip it to off, 
then sneak into the house while the occupants are distracted. 
Obfuscate definitely helps here. Dennis is not where he 
normally is if you have successfully stealthed into the house. 
Instead, he’s peering out the rear window, and is easy to avoid 
if the lights to the house are off. Take the Astrolite out of the 
front room and sneak out. 

Regardless of the approach taken, once you make it into 
the house, don’t leave without the car radio on the kitchen 
counter and Mercurio’s $250, which is in the vent in the 
laundry room. 
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Before heading back to Mercurio’s apartment, take on the Pain 
of Being Mercurio side quest. After completing that quest, 
return to Mercurio and provide him with morphine. Naturally, 
he asks about his money. You get one extra XP if you return 
his money. If you were not so polite to him earlier, he may 
attack you with a knife. 









^Explosive Beginnings—Finding Bertram 



Once Mercurio is talking 
again (with or without the 
morphine, it doesn’t matter) 
he spills the beans on the 
Sabbat. However, if you had 
to kill Mercurio to save your 
own life, check his journal to 
uncover the information. 


Erosive Beginnings 

The Explosive Beginnings quest is covered as two 
separate quests, but counts as a single quest in the 
game. Covering it in this way makes the quest much 
easier to follow. 


So now that the Sabbat warehouse is on the radar, Prince 
LaCroix wants it destroyed quickly. The first step is locating the 
warehouse. A Nosferatu named Bertram Tung is the only one 
who knows its exact location. The problem is that Bertram is in 
hiding as the result of a feud with the owner of Asylum, a local 
nightclub. Approach Therese Voerman, the owner of Asylum, and 
convince her to call off the feud. Head over to Asylum, located on 
2nd Street in Santa Monica, just across from the Diner. \ 



Walk up to Jeanette Voerman, 
who is dressed in something 
just short of scandalous. 
Conversation with her reveals 
that she’s Therese’s sister and 
that she’s part owner of the club, 
too. Eventually, she walks off to 
the elevator and goes upstairs. 




Get to Know Jeanette 

If you’re playing a character with high Seduction 
you have a chance to become intimate with Jeanette, 
hut doing so won’t he easy. You must take Jeanette’s 
side on every matter that comes up, plus you must 
have high Seduction to come up with slick lines 
to get her into bed. After you’ve completed the 
“Sibling Rivalry” quest in Santa Monica and have 
headed on to Downtown, return to Jeanette to reap 
the rewards of your hard work. 


Talk to the bartender next. Tell him that Therese is expecting 
you. Proceed into the elevator and take it to the second floor. 
After leaving the elevator, look for the ring on the floor and 
the newspaper article about 
the recent killings on the 
table. Don’t immediately 
enter the room. Eavesdrop 
on the argument between 
Therese and Jeanette. The 
door unlocks once the 
argument is over. 




If you want Therese to call off the feud with Bertram, she 
expects something in exchange. Therese, a calculating business 
woman, gives you a few errands to run. 




The Dating Game ' , 'V 

Jn each of the clubs found throughout Los Angeles 
(Asylum, Confessions, and Red Dragon), you can 
find some lonely patrons just waiting for you and your 
best pick-up lines. If your character has high enough 
seduction, you can convince them to let you have a 
“Kiss.” This means free food for you every time you 
stop back at the bar. 

There are two Blood 
Dolls in Asylum. You 
need a Seduction Feat 
of at least three to 
convince these ladies 
that you’re something 
special. 
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J ^The Ghost haunts at midnight 


|Max XP from Quest 4XP 


iRetrieve Pendant 1 XP 


iDon’t Give Pendan t to Jeanette 1 XP 

iReturn Pendan t to Therese 2XP 


deal with those who violate their laws. If human 


law enforcement is 


pursuing you, your only 
option is to hide. They 
give up eventually, but 
if you are confronted 
with armed force, 
expect to be killed. 


Therese wants to recover a special item from the old Ocean 
House Hotel. Supposedly, there’s a spirit that’s haunting the 
place, which has complicated the planned renovations and re¬ 
opening of the hotel. Because of its remote location, the only 
easy access to the place is through the sewers. Enter the sewers 
through the manhole near Kilpatrick’s Bailbonds since it is 
close to the construction site. 

Once down in the sewers, turn right in the sewer and turn 
right again at the next tube intersection. Proceed straight to 
the end to the sewer gate. Use the key provided by Therese 
to proceed through the gate and up to the top to exit in the 
construction yard. It’s the only gate in the sewer system. 


Avoid Violations! 


Violations of either vampire law or criminal law 
can have dire consequences. When drinking blood 
from humans in public, avoid drinking them dry. 
Human law enforcement uses brutal force to 


Once at the construction yard, head to the top of the nearby 
hill. This pile of dirt is a good place to survey the scene. 
There’s a construction trailer 
to the left, and the hotel is 
located on the right. While 
the construction yard is 
partially lit by overhead 
floodlights, the interior 
of the hotel appears to be 
completely dark. 


Proceed to the construction trailer and go inside. Search for 
keys to the hotel in the key box on the wall, on the left 
i of the computer. Head up to the top of the front door of 
hotel, then proceed inside. 


While ghosts can’t hurt a vampire directly, they can make the 
quest much more difficult, Move past the chandelier quickly, 
then head up one of the staircases. When you’re almost to 
the top, the staircase collapses, sending you tumbling into the 
basement. 
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Exit the room and walk down the only hall out of the room to a 
second room, this one with an elevator sign on the left side. Turn 
right and look for the two doors on either side of a hall. Proceed 
down the hall and turn right at the first intersection. Go through 
the door at the end of the hallway. The next room has one 
functioning light bulb, and a radio on the table. When objects 
in the room start flying around, crouch down and look for a way 
out. Move to the right, and look along the wall for an escape. 







Hit “Use” to push through the wall and escape the flying 
debris. Pick up and read the old newspaper on the ground. 

The exit leads into the room with the elevator sign, not far 
from where you fell into the basement. 

Turn around and proceed straight down the hallway to the 
end, passing the first intersection where you earlier turned 
right. Follow the hallway to the right. There’s a red light at the 
end of this hallway, but you must turn left before reaching it. 
Once you are inside the laundry room, one of the commercial 
dryers opens. Inside is the Boiler Room Key. Pick it up and 
head back out into the hallway. Turn left and head to the red 
light at the end of the hallway. This is the entrance to the 
Boiler Room. Use the key on the door and go inside, heading 
down the stairs to the boilers. 


Weave through the old boilers to reach the control panel 
\near the rear of the room, behind a chain link cage. Turn the 
controls to the ON position. When the boilers come to life, 
nuts and bolts start flying everywhere, and steam leaks out of 
the metal seams. Run for the exit before you’re pummeled by 
projectiles. 


By flipping the controls to 
ON, power is restored to the 
building. The elevators work 
now, so head back to the 
room with the elevator sign 
on the wall, then take the 
elevator to the main floor. 





Keep IDaving! 

b i • < 
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The thing to do in this level is to keep moving. 
Otherwise, you’re a target for the spirit and 
vulnerable to everything that he might throw at 
you. If you keep moving, things generally explode 
behind you or miss you completely. ,If your health 
gets too low, either take a break and heal up a bit, or 
use one of the Blood Packs from your apartment. 



























r>xit out of the elevator and turn left into the main hallway. 
Pass the reception desk on the left and head up whichever 
staircase is still standing. At the top of the stairs, turn right 
and proceed along the elevated walkway to the first room on 
the left. Inside is a piece of art drawn by a child. When you 
enter the bedroom adjacent to it the childrens room, the lights 
go out, and a message is scrawled on the wall. The Bedroom 
Key is in the nightstand, just on the left of the bed. 

Once you have the key, proceed back the way you came, 
heading to the rooms on the other side of staircase on the 
second floor. Investigate these two rooms. The room at the far 
end of the walkway is locked, so use the Bedroom Key to gain 
access. The room is burnt and charred, but there’s an unusual 
piece of plywood covering a hole in the floor. Lift it up and 
proceed down the hole into the hotel bar. 



Once inside the bar, look for the dumbwaiter behind the bar. 
Open the door and get in, then take the dumbwaiter down to 
the kitchen. Exit the dumbwaiter and pick up the Diary that’s 
on the counter. Doing so disturbs the Ocean House spirit, 
who sends pots, pans, knives and everything else that can be 
thrown flying about the kitchen. To avoid the obstacles, wedge 
your character into one of the corners in the crouched position. 
After a few seconds, it is time to find a way out. There’s a door 
directly ahead, on the left. Move toward it and wait for the 
flying microwave to knock it down. Quickly move into the 
store room and escape the spirit’s wrath in the kitchen. 




After safely reaching the storeroom, open the ventilation shaft 
and enter. This ventilation shaft connects with the elevator 
shaft. Locate the ledge on the other side of the shaft, where 
there’s a ladder that parallels that track of the elevator. Jump 
to the other side and quickly jump out of the recess into the 
alcove that contains a ladder. The spirit sends the elevator 
falling down the shaft in an attempt to crush you. 



Climb the ladder and jump to the third floor level. You must 
work around the ledge in the elevator shaft to enter the third 
floor level. There’s no elevator door on this level, so it’s easy to 
jump to safety. 


Releasing the Spirit 


Read the Diary in the kitchen of the Ocean House 
I lotel. This diary is written by a woman who lived 
in the Oceanhouse a few decades ago; it details the 
horrors which occurred in the Hotel and explain 
why it is still haunted. W hen you take the Pendant 
from room 310, you complete this quest. Just don’t 
let Jeanette throw the Pendant into the sea. 


I 


Before proceeding, pick up an Occult Item named the 
WeekapaugThistle. It gives you a bonus of +1 to your 
Defense Feat, and is located in a dresser in Room 211. 




























Proceed to room 218 and carefully enter the room. Look for 
a section of the building that has collapsed. The rubble goes 
through the ceiling from the third floor level. Climb the pile of 
rubble to emerge on the third floor. Suddenly, the room is filled 
with eerie, purple and blue flames that seem to represent the 
disastrous event that destroyed the hotel. Exit this room into 
the hallway, but be aware that the fire is following your path. 
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Once in the hallway, turn right and jump the gap in the floor. 
Crouch down and hurry through the hallway, avoiding the 
bursting pipes and steam along the way. Proceed to room 310. 
As you enter, it transforms back to a luxurious suite. There’s a 
Pendant on the far table. Once you have it, its time to return to 
Asylum. Picking up the Pendant triggers the room to return to 
its current, damaged look, with rafters exposed to the weather. 

Go back to the elevator shaft, then simply drop down from the 
third floor to the second floor and enter the walkway on the second 
floor to the main entrance of the hotel. Proceed outside and exit 
the construction yard through the sewers to return to the Asylum. 



j ^SLASHTERPEICE 



Vampires Can Dance. Ton! 

In some of the clubs, when you approach a certain 
spot on the dance floor, you may see a Dance Icon 
show up on the bottom of your screen. If you hit the 
Use key when this icon is on-screen, your character 
begins to dance. Keep the dancing up for long 
enough to earn a I lumaiiity point! This only works 
once, however. 


A 
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After entering the Asylum, proceed straight to the elevator 
and up to Therese’s office. Jeanette is the only one present and 
she doesn’t know where her sister is. Jeanette tries to convince 
you to give her the Pendant. Unless you are trying to seduce 
Jeanette, hold onto the Pendant. Ignoring Jeannette’s pleading 
earns an XP bonus later when you meet up with Therese again. 



■Kill Blood Guardian 


-1 Humanity 


3XP 












































After pleading for the Pendant, Jeanette conveys a story about 
the Gallery Noir on Main Street. It is a new gallery in town 
where a group of Kindred are trying to establish themselves 
and gain influence over the town. After handing over a knife, 
she explains your job is to burglarize the gallery, slash the 
paintings and return to the Asylum. 



II you clioosc to take on the assignment, look for 
a donation box in the gallery. I ( you snag that, you 
gain S2S0 hut with a loss of 11 uinanity. 


II you refuse to undertake this quest, go to the 
gallery anyway.The police are there as someone 
broke in anyway. Talk to the cop just outside 
Gallery Noir. Return to the Asylum and talk with 
Thcrcsc. The adventure picks up just as if you cl 
completed the quest. 


This gallery is just across 
Main Street from the Santa 
Monica apartments, where 
Mercurio lives. The gallery 
has a security guard named 
Chuck. If you antagonize 
him long enough, he shoots 
you. However, there are a 
few choices to make on how 
to handle Chunk. 



The Con^ontationalA^roach 


The short answer is to kill him. Suck the blood out of his neck, 
or stab him with a knife. Just make sure no one is watching. If 
you do decide to kill him, you will lose one humanity point. 




Its not difficult to convince 
Chunk to let you into the 
gallery. You just need at least 
3 Persuade or Seduce (and be 
female) or have Dementation 
or Dominate skills. 


The Diplomatic Approach 


The Stealthy Approach 


After your first conversation with Chunk, just walk past him 
to the rear door. Crouch to enter Stealth mode and lockpick 
the door Use a Blood Buff if your Lockpicking Feat is too low. 


across the alley quickly. Pick the 



Inside the gallery there are 
four paintings, one in each 
corner. There is an exact 
order in which to slashing 
these paintings. If it is not 
followed, the paintings heal 
themselves and you are 
injured. After successfully 
slashing the paintings, a 
Blood Guardian appears. 


lock on the backdoor and enter. 



Gallery Noire IDap 



Slosh the pointings in the order 
displayed here. 
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| Affiliation 

—r 

Therese Voerman 

| Hit Points 

I 

135 

| Special Powers 

i 

Blood Shield 

Weapons 

T. 

Claws 

1 Recommended Combat Level 

5 


Melee Strategy 

Don’t let the Guardians relatively low stats fool you, the whole time you tight him, he uses a blood shield, which 
makes him much tougher than he looks. Most of your attacks aren’t going to do much damage. Unarmed or the 
Knife are your two best choices. Stick to which ever skill you have the most points in at this point. Use Disciplines if 
you have them (especially debuffs), and it you are having difficulty, pump your Strength and Stamina stats by using 
a Blood Butt during the tight. 

The Guardian is susceptible to juggling, which means ifyou use correct timing and the right moves, you can pretty 
much keep him constantly' on his hack. 

Ranged Strategy 

Those who have chosen Firearms as their exclusive combat profession should expect problems with the Guardian. 

I he best gun available at this point in the game is the .38. I his gun simplv does not do much damage and is not 
very effective. Before heading to fight the Guardian, head to Trip’s and buy ammo. Ifvou still haven’t convinced 
I rip to sell you guns and ammo, complete either Bounty For the I luliter or I luntcd I lunter side quests, then ask 
the quest-givers yvhere to get some guns. They point you to Trip, and he agrees to sell to you. 

\ou should have at least 70 rounds for the .38 before going into battle. Once the Guardian forms out of the 
paintings, quickly switch to the .38 while backpcdaling. Once you have the gun out, open up on the guardian. For 
added accuracy, and to make yourself harder to hit, crouch doyvn yvhile attacking the guardian. Use the paintings for 
cover yvhilc reloading or if you need to rethink your strategy. 

If things go badly (like you run out of ammo), switch to vour fists, use a Blood Buff, then move in to take out the 
Guardian the old-fashioned wav. I le should go down pretty quickly yvith Blood Buf fed fists. 
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J ^Bad Blood 


laxXP Received From Quest 


|Kill Thugs in Diner 




2XP 


2XP 


After defeating the Blood Guardian, head back to the Asylum 
and go straight to the office on the second floor. When you find 
Therese, she’s furious with you for destroying the gallery (even 
if you didnt do it). You can calm Therese down by offering her 
the beach house Pendant. If you don’t have it, shell still calm 
down, but she won’t like you 
very much. Giving her the 
Pendant here means 2 extra 
XP. When Therese calms 
down, she asks you to meet 
her sister for reconciliation. 

She says Jeanette is at the 
Surfside Diner. 



Head over to the diner and take note of the unruly looking 
characters near the front counter. When you move to the rear 
of the diner, the thugs quickly attack. There’s no way out of this 
without some violence. The guy with the dark t-shirt on has a 
shotgun, and he’s the greatest threat. If you don’t take him out 
first, he could easily take you down with a few point-blank shots. 
These guys are just normal humans though, so Disciplines work 
well against them. They are also susceptible to being fed upon, 
so feed on them if your health or blood gets too low.’ 


Blood Bank 




If you haven’t visited yet, in^the bottom of the medical 
clinic is a Blood Bank run by Therese s ghoul Vandal. 
He sells both regular Blood Packs and Blue Blood 
Packs. It’s a good idea to keep a few of these in your 
inventory for emergencies. Melee Players should buy 
many of these; they should have some extra money f 
from not having to buy ammunition. 




As soon as the thugs are down, the payphone rings. On the 
other end is whichever sister with whom you’ve built the best 
relationship. Therese accuses Jeanette of ordering the hit, but 
if Jeanette is on the other end, she accuses Therese of setting 
up the diner hit. Pick up the shotgun and any other weapons 
dropped by the thugs. You should get out quickly, because if 
you don’t, the cops might show up. 


< ^|Sibling Rivalry 



la^C^Received From Quest 

ISave Jeanette 


6XP 




5 XP 


|Save There se 
ISave Both 


5 XP 


Return to the Asylum and go upstairs to the office. There’s a 
bit of shock waiting inside as you discover the source of the rift 
between Therese and Jeanette. If you side with one sister or the 
other in the dispute you get 5 XP for completing Sibling Rivalry. 
If you have a four or higher Persuade feat and choose only the 
Persuade options during this dialogue you can convince them to 
co-exist. If you do so you get 6 XP for completing the quest. 

Regardless of the outcome, you’re directed to Bertram’s 
location after it is all over. 


6XP 


^ ~ * # 
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Ia^QMl£ceived From Quest 
Ending Bertram 
SlowjJp the Warehouse 


5XP 

1XP 

4XP 


Bertram Tung is hiding out in the old gasoline facility, near 
the Bailbonds office. The large tank just next to the gate has a 
hole rusted through it. Bertram is inside. 



Talk to Bertram to learn about the Sabbat Warehouse. When 
you’re ready to go, he sends you off to the warehouse. The 
warehouse is a big place, but the mission is fairly linear. There’s 
plenty of bad guys and little chance of escaping without violence. 
If you are playing as a Nosferatu, Bertram hands over a guide to 
using the sewers to navigate the city. 

Guns Blazing/Knife Slashing/ 

Fists Pounding Approach. 


Strategy Combination 

It is extremely difficult to avoid direct confrontation 
without Obfuscate. The best way to handle this is to 
Stealth in and plant the bomb, hut once the bomb is set, 
make a break for the exit and don’t worry about stealth. 


Find an opening between the trains on the left, head straight 
ahead killing any enemies you run into along the way. 
Eventually, you should see a large garage with an opening 
and several guards hanging inside. One of these guards has a 
shotgun, take him out first, then work on the rest of the guard: 




After clearing out the first area of the Warehouse, search the area 
for ammunition boxes. Find a box you can move and push it up to 
the chain link fence on the left side of the room. Jump on the box, 
then over the fence. There is a thug cowering on the right as you 
run up this hallway; feed on him for some extra blood. 



After loading into the level, move straight ahead. There is 
a thug using a urinal, if your health or blood is low, feed on 
the unsuspecting guy. Head 
back out through the burnt 
out building into the train 
yard. Kill the guard standing 
outside the building. Proceed 
past the bum and take out the 
two guys conversing between 
the trains. 




Carefully approach the next area as there are guards with 
shotguns who are able to do major amounts of damage to you 
in a short period of time. Once you are in the large room, take 
out all the enemies hanging out here (there are about a dozen). 
Once the room is clear, head upstairs by the metal stairs near 
the door where you entered. Take out any remaining enemies 
upstairs, then head to the desk in the middle office. 

Hit the Use key on the desk when the Astrolite icon appears 
to plant the bomb. This starts a 3 minute timer. You must get 
clear of the warehouse before the time expires. 

After the bomb has been planted, retrace your steps back 
outside. When you get back of the main warehouse area, a 
Sabbat bursts through the door and attacks. This guy has claws 
and does Aggravated damage. Use your best weapons to take 
him down. The shotgun works great, even if you don’t have very 
high ranged skill. Once you’ve killed him, head out the door he 
burst through, around the back of warehouse past a water tower 
and into an enclosed area at the far end of the train yard. 






























Head across this room and open the far door. When you do, 
another Sabbat attacks from behind. Take him out with the 
Shotgun or whichever weapons you choose, then head out that 
door back into the train yard. 


Make a dash for the area where the Bum was by heading 
straight forward. Once you get back onto the wooden plank 
leading away from the warehouse, it explodes. 



The Sneaky Vampire Approach 

Stealth can be maintained through this whole level even 
without the Obfuscate Discipline. However, the path you take is 
significantly different and getting out in time after planting the 
bomb while maintaining stealth is extremely difficult. Since you 
don’t get any kind of an XP bonus, it probably isn’t worth it. 

However, if you do maintain stealth up until planting the 
bomb, it is much easier for you to escape as the Sabbat never 
arrive for reinforcements. 


Use Your Ears! 


Continue in stealth mode 
through the train yard until 
you come across a guard 
patrolling. Either ignore him 
and continue forward, or 
sneak up behind him for a 
stealth kill. 



Once you are past the 

patroller, you should be in front of the Sabbat Warehouse. 

To the left is a guy working on a train and an electrical panel 
on the wall. Next to this guy is a ladder. Wait until he moves 
away from the ladder and climb it up to the attic above. 


Once you are in the attic, 
pick up the Silver Ring 
that is located near the back 
wall. Climb out the opening 
up here to find yourself in 
the ceiling area above the 
warehouse. 






Usually, thugs are heard talking before you actually » 
see them. 


| After entering the warehouse, go straight through the tunnel. 
Stealth kill the guard standing over the urinal. Stay in stealth 
mode and head into the main part of the burnt out building. 
There is a guard with his back to you, leaning in a doorway. 
Sneak up behind him, slit his throat or break his neck. Head 
I out to the area where the bum stands next to the barrel fire. 

Enter stealth mode and move up against the near side of the 
I train on the right. Move along this train until you drop down 
I to the train yard on the other side. This allows you to avoid the 
I two guys talking to each other on the other side of this train. 
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Head to the end of this 
catwalk. There is a locked 
(level 4) door here. If 
you don’t have enough 
Lockpicking points to pick 
the lock, use Blood Buff to 
get past it. 




Just inside this door is the desk to plant the Astrolite. When 
you enter the room, the water cooler makes a loud noise and 
alerts a guard. Just keep cool and in the dark when the guard 
enters the room, and he eventually leaves. 

After he leaves, plant the bomb. This starts a 3 minute timer. 
From here, you can either go the stealth route or a combat 
route. You’re better off switching to combat at this point since 
getting out of the warehouse is incredibly difficult in 3 minutes 
if you use stealth. 

Head back out the way you came, stay stealthed, turn left on 
the catwalk and walk straight ahead. When the catwalk turns 
to the left, instead of following it, remain crouched and jump 
over the catwalk down to the warehouse floor. 


Walk through the door straight ahead back outside. Sneak up 
behind the guy with his back behind you and break his neck. 
Continue around the back of the warehouse and take out 
the next guard with his back towards you. Ignore the guard 
standing a good distance away between the gas containers and 
continue to the door on the far side of this yard. 



Inside this train yard building, there is a guard on the catwalk 
above. The best way to take out this guy is not a stealth kill, 
but to feed on him when he isn’t looking. Once you’ve taken 
him down, jump to the top of the two trains here. Drop down 
between them and kill the thug with his back to you. 




Head back out into the train yard. Watch out for the several 
guards in the warehouse opening on the right; just stay 
crouched to avoid them. If you haven’t taken out the patrolling 
guard here on the way in, you must avoid him again on the 
way out. 



Head through the trains on the left back toward the beginning 
of the level. The only obstacles left are the two guys talking 
to each other near the 




beginning of the level, either 
use distraction Disciplines 
like Trance, Ravens, or 
Hysteria or just attack them. 
Head to the wooden plank 
to end the level. 


i* A 


Once you’re clear of the train 
house, and you’ve eliminated 
any straggling opposition, 
watch as the warehouse goes 
up in flames. Nice job. 













































Once the warehouse is on its way to being ash, you meet Becket. It sounds like he has been Mowing you, so ask questions freely. 
When you re done speaking with him, you are returned to Bertram s hideout in the gasoline refinery in Santa Monica. Talk with 
Bertram briefly and you’re now free to travel downtown to meet Prince LaCroix. 


Side Diiests : Santa Ulonica 


The quests here are presented in the order they would be encountered by following the Santa Monica 
\ walkthrough. It s possible to work on several at the same time, so pick up each as it is encountered. 

The Pain of Being Mercurio 


l 


||ReturnMorphinet^Memirio 


1XP 


1XP 


1 Humanity 


| When Mercurio issues the Surf’s Up quest (see the main walkthrough), ask him if there’s 
anything you can do to ease his pain. If asked, he tells you that he needs drugs, specifically 
morphine. He doesn’t give you any hints to go on, but the Medical Clinic right across the 
street is a logical place to start. 


The morphine you are after is in Or. Malcolm St. 
Martins office, located on the first floor of the clinic. It 
is has a level four lock which you can easily bypass with 
a Blood Buff. On his desk are three bottles of morphine. 
I lead back to Mercurio, give him one bottle, and sell the 
rest to I rip at the pawnshop. You must complete this 
quest before completing Surf’s Up. 


Blackmailing Malcom 


VlaxXP Received From Quest 
Blackmail Malcolm 
[ntimidate Malcolm 


OXP 


$100 


El 
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Here’s an opportunity to make some cash. Dr. 
Malcolm is having an affair with a nurse at the clinic. 
When you break into the Doctor’s office during the 
' Pain of Being Mercurio, read the Doctor’s E-Mail 
(password: Panacea). After you’ve read all three e- 
mails, threaten Dr. JVlalcom with revealing the affair 
lie’s having and he pays you to keep it a secret. Those 
with an Intimidation Feat of at least five are able to 
get more money from him. 1 le leaves the money for 
you in your mailbox. You do not lose any humanity for 
completing this unofficial quest. 


Copper’s Condition 
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v Speak with Copper, the Thin Blood with the bunny T-Shirt 
'**' 11 t . r on the Beach, to learn that he is desperate to become human 

r, again. In the sand, near the pier is a Wooden Stake. You 
may also have Blood Packs in your inventory, either from 
your I laven fridge or by purchasing them from Vandal at 
the Blood Bank. Talk to Copper, and if you have sufficient 
t me -v ,. a Persuasion (Level Three), you hi ve the opportunity to sell 

. . ^ ^ - -“““-him the “1 lolv Stake,” and the possibility of up to three hags 

of “Unicorn Blood” at inflated prices. 

If you have an Intimidation Feat of at least 5, you can convince him to just give you $200 as an advance but you’ll 
never be able to get more money from him. 

You should sell him the I loly Stake last, as after you give it to him, he runs off to kill whoever you tell him is the head 
vampire, never to be seen again. 

Thinned Blood 



Thinned Blood starts when you talk to the leader 
of the Thinned Bloods gathered around a fire pit at 
the base of the Santa Monica pier, E. E tells you that 
his group has been bullied by every kindred passing- 
through the area for the past few months. Tell him 
you’d like to help him find out more about the Thin 
Bloods. I le tells you to start looking for info at the 
Diner. 





































A Bounty for the Hunter 



II jj r, ^ At some point you meet Arthur Kilpatrick, the owner of 

® Si » Kilpatrick’s Bail Bonds. He’s without a bounty hunter 

and is in desperate need of one. He’s willing to pay you to 

' 3B SB * j| • „ track down his bounty hunter, Carson, and find out where 

M 88 I! 1 W i he went. If you accept, he gives you the key to Carson’s 

rnmm ' ; apartment, which is across the hall from Mercurio in the 
o Santa Monica Suites. 

-—- s »- 

Once inside Carson’s apartment, go to the tape recorder and play the tape. The password on his laptop is Imalia, or 
have a Hack level of 2. Read his email find the notes about someone named McGee. Pick up the Tattoo Parlor Key 
from the TV. Grab the Money Clip on the end table, and the Silver Ring on the coffee table. If you have a lockpick 
°f ci g ht or greater, you can pick the lock on the chest and get a video tape. This tape is a quest item needed later for 
the quest Nostalgic Nossie, but you might as well get it now. 



I ake off for the I atoo parlor, which is next to the Health Clinic. Head downstairs and you should hear a phone 
ringing. Since no one else is around, answer it. The person on the other end is looking for McGee. I le introduces 
himself as Stan Gimble, the proprietor of a local prosthetics company. Agree to help him with his modeling job. 


11 is studio is located near the parking structure. At the 
parking lot in front of the parking structure’s attendant 
booth, turn right and head for the adjacent building. 

On the far right of the building are stairs down to a 
subterranean level. Look for the Gimble Prosthetics sign. 
Follow them down until you spot an intercom. 



Santa Dlonica 























When you tell him you are there for the modeling gig, Gimble buzzes you in and greets you in his the lobby to his studio. 
Once Gimble leaves, explore the studio. On the way down, look for a fridge, then open it up for a few Blood Packs. 



When you reach the bottom, you hear Carson yelling for help and Gimble attacks you with a bloody prosthetic 


BOSS 


FIGHT 


m BIBLE 



Affiliation 

f Gimble Prosthetics 

Hit Points 

1 100 

Special Powers 

£ None 

Weapons 

. A Severed Arm 

Recommended Combat Level 



1 RANGED 1 

1 jvieleeI 

■ unarmed! 

1 DEFENSE 1 

1 stamina! 

1 DEFENSE AGAINST FEEDING 1 

\ _1 

1 8 1 

1 j 

L _J 

jj _1 

1 _ X _ \ 


Melee Strategy 

If your melee is at least at level 3, vou should he able to overpower Mr. Gimble. Just attack him with your best 
weapon. 11 you knock him down, jump on him by using the back attack. 

Ranged Strategy _ 

Since you can tight Stan Gimble at any point while going through the Santa Monica hub, the difficulty of Stan i 
largely dependent on which guns you bring into the battle. If you are nervous about fighting this psychotic, wait 
until after completing the Sabbat Warehouse. At that point, you should be able to easily take him down with a 
Shotgun. If you’re having trouble with Gimble, use Blood Buff and your fists or a knife. 

UMPING THE BAIL 


lax XP Received From Ques t 


|Check Answering Machine 


iRetun^HCipatrick 


lOpens Quests 



Muddy Hunt 


Arthur Kilpatrick has a customer looking for a man named 
“Muddy Mike.” You can’t go get him, but you can find out 
where he is. His girlfriend lives across the hall from your 
Santa Monica Haven, above Trip’s Pawnshop. Return to 
the Haven and pick up the Hidden Key in the plant at 
the end ol the hall. Use it to enter the apartment. Play the 
phone message machine to learn where Mike has gone. 
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Bloody Mess 


Melee Strategy 


Cathayan is the toughest enemy encountered in Santa Monica. I le has a many I lit Points for this early in the game 
If you are going with Melee or Unarmed, use Blood Buff or other Disciplines to enhance the damage done to him. 
He jumps around like a grasshopper, so it may be tough to keep an eye on him. When he comes after you with the 
Katana, back off for a hit and wait for him to switch back to the Crossbow. 

Ranged Strategy 

Wait until you have the shotgun before taking on Cathayan. That’s not to say he’s impossible to take out with the 
thirty-eight, but it’s easier to wait on the shotgun. Use all the Disciplines available to debuff Cathayan and buff 
yourself. Use the boxes for cover. If he switches to the Katana, run. He cuts you down quickly if he gets a few hits in 
with the weapon. For increased accuracy stay crouched while fighting him. 

If you have a shotgun, run up close to him and unload all six rounds point-blank. As soon as you run out of ammo, 
run away and wait for the gun to reload before heading back into action and doing the same thing until he dies. 


After you kill Cathayan, head back to Knox in the Asylum to let him know the task has been accomplished. 


iRetrieve Werewolf Blood 2XP 


+Masquerade Redemption 


heck E-mail after sending Blood 


1XP 


$150 


Once in the Morgue, ignore Virgil’s body and go straight for the chest against the wall. Pick the lock (Level 4) and 
the Ring and the Foxy Boxes Card Key. If the lockpick is too difficult for you, use Blood Buff to help. 

The key opens the door to the warehouse across the street from the Asylum, it is clearly labeled “Foxy Boxes.” Once 
inside, you are confronted by the creepy character following Knox around, Cathayan. 


Affiliation 

t 

Kuei-Jin 

Hit Points 

■ 

192 j 

Special Powers 


None ! 

Weapons 


Katana and a Crossbow 

Recommended Combat Level 


4 


1 RANGED 1 

1 MELEE 1 

■ unarmed! 

IdefenseI 

1 stamina! 

_I 

| 6 j 

M 

6 

! i | 


After completing Surfs Up, return to the Haven to check e-mail. One from Prince LaCroix mentions werewolf 
blood is in the possession of the Santa Monica Health Clinic. The blood sample in question is locked in the 
Controlled Substances cabinet. 








































I o get into the Controlled Substances cabinet, you must get into the secure second 
floor of the health clinic. If you have social skills of at least 5, Persuade the woman at 
the front desk at the clinic that you arc at the hospital to repair the network. She gives 
you a key to get up to the second floor. 

If you don’t have very good Persuasion, you can still get up to the second floor by 
entering the hack door of the clinic and picking the lock to the second floor. Crouch 
down and use Blood Buff, if necessary, to get past the level four lock. 

Once inside, kill the patrolling officer immediately. Since this is a combat zone, you 
won’t lose any humanity. Just sneak up behind him and Feed on him when he’s not 
looking. If he sees you attacking, you get a criminal violation and reinforcements arrive. 

Once you’ve taken out the cop, grab the key that drops, then head into the security 
room and pick up the key in there. Now head into the security room, you need to hack 
the computer here to gain access to the Controlled Substances safe (you already have 
the key to the door).The password for the safe is Dr. Malcolm St. Vincents girlfriend’s 
name: Paige. Head into the controlled substances room and grab the blood out of 
the locker. While you are up here, pick the lock to the other secure room and the safe 
inside to get some drugs which you can sell at the pawn shop. 

Once you have the blood sample, return to the Haven and stick it in your mailbox. 
When you leave and come back, check your mailbox for a cash reward from Prince 
LaCroix. Reading his follow up e-mail completes the quest. 




Ghouling Heather 




OXP 

Access to a Blood Doll 
Level 5 Riot Gear Armor 
$500 

Silver Ring. _ 


While going through the Santa Monica quests, you encounter a young woman close to 
death in the clinic, heed her some of your blood to save her life. To do this, you must first 
have learned about the nature of ghouls from Knox. 

Doing so nets you a Humanity Point. Just don’t tell her that you are a vampire, or she’ll 
freak. Leave her be after you’ve saved her from near-death.The next time you see her is 
shortly after completing the Klizabeth Dane quest. You run into her outside the Ventrue 
Tower. She says she can’t get you out of her mind, and she wants to move in with you. No 
matter what you do, she ends up living in your Haven. It’s completely up to you how you 
treat Heather, but if you treat her nicely, she gives you several things throughout the game. 


A Silver Ring 

(When you first meet her) 

Some cash she has on-hand 
($ 20 ) 


I ler College Loan Check Level 5 Armor, Riot Gear. 

($500) The only way to obtain this 

a ■ i i i ,, r armor is by conducting the 

A Helpless I luman for you to j 

munch on (in your bathroom) Ghoulin S Heathcr quest. 




After completing the Downtown quests, check in with her, and she has one of the above things ready for you. 

You definitely should go back and see her before starting the Hallowbrook quest. The Sabbat are looking for any 
way to get revenge on you, including killing your loyal Ghoul. The only way to save her is to dismiss her at this 
point in the game. Otherwise, the Sabhat execute her at the Hotel. Before she leaves, you should get the Riot Gear 
armor, which is one of the best and hardest-to-obtain items in the game. As a bonus you can ask her to change her 
appearance, there are three different Heather costumes. 













-___ 

Side Quests—Doiuntouin Lit 

Traffik Occultish Personality A Confession 

Mudd Hunt A Plague for the Angels/Fun with And Venus Was Her Name 

The Regents Riddle Pestilence/Plague Bearer 

Necromantic Attention Whore 


Go see Nines Rodriguez at The Last 
Round before meeting with Prince 
LaCroix. If you ask the right questions 
of Nines he can give you one point in 
Unarmed (assuming it’s not already 
above two), by giving you some pointers 
on how to fight. To get to the Prince, 
head up the Ventrue Tower. Chunk, 
LaCroix s trusty security guard, is in 
the lobby. He freaks out if you are a 
Nosferatu, so you must enter through 
the sewers. 


























Searchthe Elizabeth Dane 


ax XP That Can Be Earned 



7XP 

1XP 




iGe^h^Polic^Report 

|Ge^h^hi^Manifest 1 XP 

_■■■■■■■■■ 

Tew the Sarcophagus 

.___ ■ _ 

|Ge^OffShi^Vithou^CilIing^ Giy one 

Return to Prince 2 XP 


The Prince is happy with the events of 
Santa Monica, and you receive 1 XP for 
completing the Explosive Beginnings 
quest successfully. For your next 
mission, LaCroix sends you to inspect 
the Elizabeth Dane , the derelict ship 
that’s anchored outside of the Santa 
Monica Pier. Among the cargo was a 
Sarcophagus which has been stolen. 
Prince LaCroix wants more specifics 
about its disappearance. 


f 




Go down to the Santa Monica Pier. Jump into the boat waiting off the beach and it 
takes you to the Elizabeth Dane. Climb the rope ladder and approach the cop on the 
deck. He has been paid off to allow a reporter past security. If your Persuasion skill 
is high enough, convince him you’re that reporter. In that case, he calls the patrolling 
officers away from your path and gives you the password for their computer system. 
If you’re unsuccessful in convincing him you’re that reporter, he alerts the ship. 

If you have convinced the cop that you are in fact a reporter, he’ll call the guard in 
front of the left hallway away so that you can sneak past. This is the only path to 
avoid the locked doors up to the computer room. 

If you go the right way you must pick a few low-level doors which you can bypass 
with your trusty lockpick and a Blood Buff. 

Once you are in the midsection of the ship, locate the Records room and the Cabin. 
The Cabin is empty if you successfully managed to stealth onto the ship up to this 
point. If it’s guarded, kill the cop that’s waiting there. 


Use the computer in the cabin and run the commands “unlock doors” and “deck cams on” (Password: lighthouse.) Flip through 
the monitor next to the computer to see through the security cameras until you see the Sarcophagus, you get an XP reward for 
your reconnaissance. 

Leave the Cabin and go down the stairs to the Records Room. Inside the Records Room is the Ships Manifest. If you failed to 
con the cop or hack the computer, you must pick the lock on the Records Room door. 

If your social skills were too low to convince the cop to give you the police report, you must find it on the ship. The Report is 
located on the right side of the ship on a table that is below the many crates. It’s easy to miss if you’re heading towards the front 
of the ship since it will actually be on a table behind where you are. Just keep your eyes on the right while moving your way 
through the Ship Guards towards the front of the ship. 
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If you haven’t investigated the Sarcophagus through the computer yet, do so by continuing all the way to the front of the ship. 
The sarcophagus is heavily guarded, and getting past the guards for a good look at the Sarcophagus is difficult. 

Once you have the three items you need, head back to where you climbed the ladder onto the boat. Jump off the side of the ship to 
the raft below to exit. Go back to the boat and return to Santa Monica. Go back to Downtown LA and report to Prince LaCroix. 

Free melee Training 

After completing the Elizabeth Dane quest, head back to Nines and ask him about living in LA. You may want ta 
save your game before doing this because you only get one shot at it and if you choose the wrong dialogue choices^ you 
won’t get the stat increase. Ask Nines to show the ropes in using Melee weapons, and he trains you up one stat point. 

i * . 
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On your way back to the Ventrue Tower, 
you may run into Heather Poe, from the 
Ghouling Heather side quest. 




Downtown 
Sewer Access Map 



Legend: 

i i Sewer Routes 
— Streets f 
Hi Landmarks" 

• Access Points 


Empire firms fiotei 

2. Skyeiine fipts 

3. RodurnE Theatre 
V Parking Entrance 
S. Club Confession 
fi. Venture Tomer 
7. Hospital 
HalMuok 

!. The Exhaust Pipe 


Calling Dr. Grout 



7XP 

1XP 

1XP 

3XP 

Downtown Haven 














































When you enter LaCroix’s office, several official-looking vampires are leaving the 
room. The prince explains that these are the Primogen, the Camarilla assigned 
leaders of the Los Angeles area. He doesn’t have much time for your report, but after 
you deliver it he immediately sends you off to another mission. 

Dr. Grout, the Malkavian Primogen, has gone missing. He hasn’t answered his phone 
for two weeks and Prince LaCroix demands answers. After receiving the mission, 

Dr. Grout’s Mansion is added to the cab/sewers travel map, so head there. In the 
Mansion’s front yard is an encounter with Nines, who behaves oddly. After he walks 
away in the middle of the conversation, enter the Mansion through the front door. 



Dr. Grout mansion Enemies! 

In I)r. Grouts Mansion you’re faced with two 
types of enemies: Male Ghouls and Female 
Ghouls. They operate in combat very differently. 
The Females face a wall and crv. Practice your 
stealth kills on them. Disturbing the Female 
Ghouls results in them drawing knives and 
attacking. If a few of these lunatics are in the same 
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area, they swarm and attack when one is disturbed. 
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I he Male Ghouls are far more dangerous. They 
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patrol their area and attack when they spot you. 
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If you are attacked in a room by the Female 
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Ghouls, the Male Ghouls make a disturbance 

• * ■ 



that alerts others to join in the battle. 

. ■ T. ’U; 


^ . . 


The Mansion is very big so refer to the maps that follow. 
On all maps, “S” shows the location of a Male Ghoul, 
while “C” indicates a Female Ghoul. Once inside head to 
the Study Area, stealth kill the Ghoul playing with the 
levers. To solve the Candle Puzzle, hit the middle candle, 
then the right candle, then the left candle, and finally the 
middle candle again. This opens a door back in the room 
adjacent to the starting area. On the floor in this room is a 
Research Book for the Dodge Skill. 

Go back and through that door to the Great Hall. Stealth 
kill the Ghouls here, but watch out for the roamer. 

Proceed to the back of the room. Pull the lever beneath 
the staircase to open a passage up the stairs (Map 2). 



Map 1: 1) Entryway 2) Locked Door 3) Study Area / 
Dictation Machine 4) Locked Hatch S) Lounge Choir 
/ Dictation Machine 
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Mop 2: 1) Entrance 2) Stairs exit 3) Locked Door 
4) Locked Hatch S) Wall Lamp/Lever 


Dr. Grout's Findings 

Dictation Machines are scattered throughout 
the Mansion. Activate those machines to learn 
the history of this luminous Malkavian leader. 




Up the stairs is the Trophy Room. Proceed to the spires rear 
staircase. Avoid or kill the enemies on the way. Go up the 
first spire staircase, then go through the small hallway, but 
stop to look out the window. In the distance is the Ventrue 
Tower. Proceed down the other spire staircase into the 
Dining Hall. Dispose of the enemies and go straight through 
the Dinning Hall through the exit at the far end. Stealth Kill 
the two crying Ghouls and head to the fireplace. There’s a 
hidden button to push on the fireplace mantle which opens a 
passage to the next room. 



Mop 3: 1) Body/Rots 2) Trophy Room 3) Lounge 
Chair/Dictation Machine 




Map 5: 1) Entrance 2) To Great Hall 3) To Great 
Hall 4) Escape During Fire 5) Exit 

























































































Head up the corridor. You’re now on the second floor of the Study 
Room. At the end or the room is a Dictation Machine and three lever. 
Hit the candles in the proper order to open up a secret door on the fill 
floor. The correct order is middle, right, left, and middle again. Find 
a hatch on the floor, open it and go down to the first floor and down 
through the secret passage. Enter the Electricity Trap Room (not on 
map). On the left is a lever; pull it to shut down one of the electric 
currents. This opens a path to another lever. Work your way through 
the levers till all electricity is turned off. There is a Tarulfang on the 
floor. It gives you +1 to Frenzy Checks. Head through the passage on 
the opposite side to the entrance. On the wall you find a lever. Pull that 
lever to open a locked door in the Great Hall. 


Mop 6: 1) The Twin Parlors 2) Levers 3) Mural 4) 
Bookcase 


Map 7a l) Lounge Chair / Dictation Machine 2) Walk-In Refrigerator 3) Lit 
corner / Key 4) Stairs to cells S) To Laboratory 6) Boarded-Up Double Doors 


Go up the stairs and through the door into the labs. 
Proceed to the room on the left. At the far end of the 
room is the Freezer Key. Pick it up and enter the walk-in 
Freezer. Stock up on blood before continuing further. Go 
back to the main lab and down the stairs to the cells. If 
you prefer fighting, proceed through the jail cell hallway. If 
you’d rather avoid the enemies, use the secret door in the 
left wall when you enter the hallway. The secret passage 
takes you around the enemies and out by the hallway exit. 
Check those windows to monitor the captives! 


Mop 76: i) Entryway 2) Weapons Cache 3) Secret Door 4) Secret Door S) 
Corpse Eater 6) Corpse Pile 7) Pit Collection Area 


Map 8: 1) Pit 2) Lounge Choir / Dictation Machine 
3) Door 4) Boorded-Up Double Doors 
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Mop 9: 1) Entrance 2) Landing / Dictation Machine 
3) Door 4) Sanctuary 5) Door to Bedroom 


Exit the cell area by climbing through the hole 
in the ceiling. Proceed to the Inner Sanctum, 
then move forward until you reach a room with 
a strange tube in the middle of it. Activate the 
Gramophone and the tube spins slowly and the 
door across the room unlocks. Dr. Grouts wife is 
inside the tube. Enter Dr. Grout’s bedroom and 
watch the short cut scene. 
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Map 11 


After discovering Dr. Grout’s torched remains, the 
whole Mansion shakes violently. A witch-hunter 
named Bach is calling for Grout’s death, little does 
he know someone already beat him to the punch! 
When the shouting ends, you must get out before 
the whole Mansion goes up in flames. Jump off the 
balcony, run through the door on the left to make a 
hasty exit. 
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Flaming male Ghouls! 


While escaping the Mansion, expect to 
encounter a number of Flaming Ghouls. Thesd 
Ghouls are extremely dangerous since you are 
susceptible to fire damage. Touching them 
results in you catching fire and taking massive 
damage. Use Disciplines to dispose of or halt 
enemies and avoid contact. Don’t be afraid 
to suck it up and make a run for it if you are a 
Melee-only player. 



The escape path is dangerous, but fairly linear. Follow each 
hallway to the end and enter the next one to a room in the i 
corner of the Mansion with a window. Open the window 
and jump out. Return to Downtown LA and report to PrincdB 
LaCroix. 

If you’ve been fairly cordial to the prince, and haven’t 
completely resisted his quests he hands over the keys to a 
Downtown apartment. All of your stuff (including Heather 
Poe!) moves to this new apartment, located on the fourth floor 
of the Skyline Apartments. Your computer and mailbox are 
also moved there. 



Tremere and Aosferatu 

If you are a Tremere or Nosferatu, the opportunity for a new Haven doesn’t occur until later in the game. Nosferatus 
get their haven from Gary after completing the “Finding Barabus quest in Chinatown. I remeres get a new 
apartment from Max Strauss, the Camarilla Regent. 


< ^The Epic of the Ankaran Sarcophagus 


[Max XP That Can Be Earned 7 XP 

iGet Work Room Key in Basement 1 XP 


iFind Empty Sarcophagus Crate 3 XP 

[Get Through Museum Without Killing Anyone 2XP 


iReturn to Prince 1 XP 


Before starting this quest, you should complete the Necromantic side quest and 
activate the Occultish Personality side quest so that you can get the necessary item 
while in the museum. 

The Ankaran Sarcophagus is at the Museum of Natural History. The Prince wants 
to secure it and sends you to steal it. He claims that it’s important for the Camarilla 
to obtain it so they can put to rest the rumors of its Apocalyptic contents. 


f ' , A 

Cash Advance 

■ 

After completing Calling Dr. 
Grout, ask the prince for some 
cash and he hands over $300 
for expenses. 























Take a cab or use the sewers 
to get to the Museum. When 
you arrive, you’re on the 
second floor of the building. 
Follow the hallway to the left 
to an open hatch on the wall. 
Pick up the Museum Office 
Key. Go down the hallway 
and through the first door on 
the right. 



On the second floor of the museum, avoid the guards if you 
would prefer to get through the museum without killing 
anyone and get the 2 XP bonus. Locate and descend the 
stairs to the first floor. Near the museum’s main entrance is 
a mensroom. Go inside watch out for the guard in the stalls. 
Avoid or dispose of him and proceed through the exit on the 
opposite side. 




Leave the room and go through the door on the opposite 
side of the main entrance. Be careful, there are patrolling 
security guards on the way. Move into the big room filled with 
cubicles. Move through it to a door leading to the basement. 
Unlock the door with the Museum Basement Key. 


Enter the ventilation system and crawl through to the first 
three-way intersection, then go towards the red light. Before 
reaching the light, open a grate and drop down to the security 
room and proceed through the door. Dispose of, or sneak past 
the guard. Pick up the Museum Basement Key from the desk. 



The basement has security cameras. If they spot you, the 
alarm sounds and armed guards are dispatched. To turn off 
the cameras, find the security booth. Take out the guard inside 
quietly. Hack into the computer here to disable the camera 
banks. The passwords are: Pterodactyl and Velociraptor. 
There’s a Security Training Research Book in this room as well. 
Head out the office door, straight ahead down the hall, and to 
the right. In this room at the end, is a passcode on a notebook: 
2358, and in the desk, a Gold Ring and a Normal Watch. 



There are two stripes on the floor that lead from the security 
booth. The green one leads to the statue for Pisha, while the 
red line goes to the Sarcophagus. The red line is interrupted by 
a locked door. Use the code acquired in the security booth to 
unlock it. First, you need the Museum Workroom Key, which 
is located in a lab just across from this pass-code door. If you 
hack the computer here, pick up some background info on the 
Fetish Statue (Password: Ihatemyjob and ksfdfleOW). You 
are also find the pass-code for the door, 2358. 

Before going through the pass-code door, follow the green 
room to a lab area behind a large piece of glass. Attack this 
glass until it breaks, then pick up the Fetish Statue. This is 
the item Pisha requested for the Occultish Personality quest. 

At the end of the hallway is another security booth with one 
guard inside the door. If you’ve made it to this point without 
killing any guards you don’t want to start now, so continue 
past. In the next hallway are a series of beams. If you trigger 
the alarm here, you must kill the guard who comes to attack 
you. If you can sneak through the beams, you’ll make it out 
safely. Punch the electrical panel on the right of the wall to get 
the beams to start blinking. Carefully cross through each beam 
while it is off until you reach the outside. 

If you accidentally set off the alarm, a guard at the end greets 
you, and you must kill him to exit the museum. 





























You can also shoot through the glass in the security area to gain access to the computer in the room to disable the beams and 
alarm permanently (Passwords: Platypus, Wombat) However, you need a Discipline to pacify the guard in there if you don’t 
want him calling in his friends. 


Bonus HP 

Remember, to gain the bonus XP you need to avoid killing security guards. Making them awarfl 
of your presence does not affect the reward received at the end. However, if you do set off the 
alarm, you wont be able to exit the level without first killing a guard who has a key card you need 
to access the last room. Use disabling non-lethal Disciplines like Ravens, Hysteria, and Mind 
Blank to get past persistent guards. 
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Once you make it to the museum store 
room, you learn that the Ankaran 
Sarcophagus has been stolen. After 
a quick chat with Beckett, you’re 
teleported back to the Downtown LA 
Hub. Prince LaCroix is in a bitter mood. 
He orders a Blood Hunt for Nines 
Rodriguez and sends you to Hollywood 
to track down a treacherous Nosferatu 
named Gary. 
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Side [luests : Downtown Lit 


TRAFFIK 


ax XP Earned 


2XP 


Retrieve Briefcase 
Return to Fat Lari 


1XP 


1 XP, $500 
A Confession 


Opens Quest 


To activate this quest, you must buy some stuff from Fat I ,arry. Generally, buying the armor upgrade and a weapon 
or two are enough for him to offer the quest the next time you talk to him. If you are Nosferatu, you must complete 
Praffik in order to get Venus’s quests. 

\ dt Larry wants a silver briefcase which is being exchanged by two gangs in the nearby parking garage. He informs 
you that hes ready to pay for the silver briefcase. If you have level five Persuasion or Intimidate, convince him to 
give you a bonus on the paycheck for the job. 

The parking garage is right across from Larry’s truck, and is filled with gang members equipped with Knives, . 38 s, 
and Braddock sub-machineguns. This garage serves as great combat practice. If you have any new Disciplines 
you want to try out, this is a great place to experiment. Just move from garage level to garage level taking out the 
enemies as you encounter them. 

If you prefer a stealthy approach, it’s possible to navigate the entire garage by using the ventilation ducts above. You 
should be aware however, that even if you manage to stealth all the way to the bottom, you must still stealth all the 
way back to avoid fighting the enemies in the garage. If you have ObfUscate, stealthing the entire map should be a 
relatively simple task. Kill any guards quietly by either snapping their necks or sucking their blood. 




Parking Garage Level 1 Map Parking Garage Level 2 Map 


Parking Garage Level 3 Map Parking Garage Level 4 Map 
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The Regent’s Riddle 




Necromantic 


Ma>^QMEarne<^^^^ 
Let Milligan Go 
KjlHPish<i 

Kill Milligan Yourself 


3XP 


OXP 


OXP 


2XP 


eturn to Pisha 
art of 


1XP 


+Masquerade Redemption 


-1 Humanity 


Persuade Milligan To Go Back To Pisha 2XP 


+Masquerade Redemption 


Occultish Personality 


To activate this quest go into the Old I lospital. The entrance is past a fence next to s- 
vvhere you arrived in Downtown LA. Once inside, meet up with Simon Milligan, a 
frightened Journalist, who’s running from some sort of monster. Calm the man and 
head downstairs. 

To get downstairs, you must go through ventilation shafts, holes in the floor, and even 

break down walls. The path is fairly linear; if you have trouble finding the next area 

just look around for openings you can crawl through. Once you get to the bottom 

floor, look for a pile of beds which you must pull down so you can jump over the 

rubble. Along the way there are two bottles of morphine, which can he resold at any vendor. 


ax XP That Can Be Earned 


1XP 


alk to Strauss 


1XP 




A Plague for the Angels, Camarilla Ending 
Gargoyle Quest Option / Tremere Haven 


art of 


On your desk in Santa Monica was an invitation from M. 
Strauss to come see him when you arrived downtown. The 
riddle that the invitation contained provides a clue as to 
his location, look around Los Angeles for a Purple Sun 
at the top of one of the buildings. This building is where 
Strauss lives. 

Stop in to see him to receive 1 XP, some information about 
a plague spreading through downtown, and begin building 
a relationship with Strauss, who is the true Camarilla representative. 

1 lis apartment has a teleportation spell placed on it so you don t get too lost. If you are having trouble getting out, 
just keep trying each path until you figure out the one that leads hack to the entranceway. 

If you head right instead of left when first entering the Chantry, you find a library on the right. Inside the library is a 
book on supernatural creatures including Gargoyles. This is a clue to a quest in Ilollywood. 

















































Keeping heading down until you discover the source of what has slaughtered Milligans 
crew. The monster in this case is a female flesh-eater named Pisha. 




Her lair is quite revolting. She explains that the journalist can not escape and reveal 
what he saw down there. It endangers the Masquerade and you need to go get him. You 
must convince him to come hack so Pisha can take care of him. 

If you like, you can attack Pisha. You get no benefit from it, hut she is considered a boss, 
and is a pretty good challenge if you do this early enough in the game. 



BOSS 


FIGHT 


PISI THE liJB 


Independent 



Special Powers 


Summons Zombies, 
Phantasmal Fire, Poison Attack 


[Recommended Combat Level 
RANGED | MELEE B UNARMED j DEFENSEBsmMINA^EraNSEA^INFmEDINGl 


1 RANGED 


^MELEE^ 1 

•> 


> 


Melee Strategy 


Avoid Pisha s phantasmal flames, use all the Disciplines you have at your disposal,’ and rip into her with vour best 
melee weapons. The Bush Hook or Katana are the best choices against her, so it’s better to wait and take her on later 
in the game. Avoid her Zombies, as killing them will just cause them to respawn. t 

Pisha can be knocked down, making juggling the most effective strategy. Use the quickest weapon you have to 
knock her down, then keep hitting her while she’s down. 

Ranged Strategy 

You have practically no room to get away from Pisha’s rather vicious claws. Instead, hop up onto the table in the 
center of the room. Move around the table to avoid her attacks, hut don’t fall off the table until she runs away. 

When she runs away, jump down off the table, clear the Zombies in the room, hut be ready for her to return. She 
actually runs through the fire to avoid your shots if you jump on the table, which does some damage to her. Repeat 
this pattern, picking her off from the top of the table with a short or medium range weapon, until she dies. 


If you’ve decided to pursue Necromantic, Simon has left by the time 
you return to the surface. He left behind his business card, so not all 
is lost. Go to the Skyline Apartment building and check the lobby 
mailboxes to find where he lives. A Lock pick skill of 2 is needed to 
enter his apartment on the first floor, or you can use the ventilation 
system which is accessible from the basement to gain access to his 
room. 

Simon Milligan is hiding in the closet in the upstairs bedroom. Use 
your social skills and tell him to leave, shut up and never come back. 
Alternately, kill him yourself instead of sending him back to Pisha. 
You need a level three Persuasion Feat, level six Intimidate Feat, or 
Level 3 Dominate(Ventrue) to successfully manipulate Milligan. If 
you let him go, you receive a Masquerade violation. 


1 


1. It was a jois. Thty'rt all waiting for r»u in iht hospital hasrmmt. 

3 Dead, yes There are places that humans should never enter This wa< 
one 

4 Get out of here! Run faster then you ever have Before I change my 










































If you kill him, you gain Masquerade Redemption hut lose a Humanity point. Sending 
him to Pisha results in a Masquerade Redemption and no losses. Once he’s gone the 
quest is successfully accomplished. 




OCCULTISH PERSONALITY 


Ig^CPTha^Cai^^Earned 
alk to Tin Can Bill 


6XP 


1XP 


|Talk to Hannah or Read Her Di 


1XP 


s 


Kill Jezebel Locke 


1XP 


Kill Kanker 


1XP 


Get in Crackhouse 
[Return to Damsel 


1XP 


1XP 


♦Masquerade Redemption 


eturn to Strauss 


Bloodstar Occult Item or $350 


A Plague for the Angels / Fun with Pestilence / 
Plague Bearer 


After completing the Necromantic quest, Pisha the flesh eating 
vampire asks for another favor. She wants you to obtain two artifacts 
for her, a statue called the Fetish Statue and The Giovanni Book. 


The Fetish Statue is found while completing the The Epic of the • 
Ankaran Sarcophagus quest. This is the last main quest in the 
Downtown Hub. 


The Giovani book rests in the Giovanni Mansion during the Italian 
Dinner quest which comes later in the adventure. The Book is located) 
in the necromancer s work room on the way down to zombie area. 


For the Fetish Statue, you receive the invaluable Odious Chalice, and| 
for the Book, you receive the Key of Alamut, which increases all of | 
your Soak Feats. % 


ax XP Earned 


3XP 


Pick Up Fetish Statue in Museum 
Return Fetish To Pisha 
Return Giovanni Book to Pisha 


1XP 


The Odius Chalice 


1XP 


Key of Alamut 


Returning Both Items 


1XP 


? Itvm Gain t-r> Giovanni Booh f 











































































If you already followed the Path of Paul the Ghoul to the end, Brother Ranker leaves a 
Brotherhood Flyer behind. Go back to The Last Round and report to Damsel. 


After returning with the Brotherhood Flyer, Damsel 
reveals there’s a building in the Downtown LA with 
the same marking. The building is across the street 
from Strauss’Chantry. The main entrance is nailed 
shut, so use the entrance behind the building. Once 
inside, a lookout asks if you’re enlightened. Present 
him with the Brotherhood Fiver. 


Talk to the nervous Junky Girl inside. After the conversation, she just stands there, 
feast on her if you like before going up to see the Bishop. 


hough th£ near-zombie things are slow and relatively weak, be careful. They grab you and try 
Jevour your brain! Hit the attack button as fast as you can to escape. 


Once upstairs, you’re confronted 
by hordes of ill-tempered diseased 
zombie creatures, f ight through 
them and find the way out. In one 
of the rooms is a big hole in the 
floor. Go down that hole, then 
the one in the room below that. 
On this lower level is a set of large 
white double doors, open them to 
find Bishop Vick, the true source 
of the plague. 
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Melee Strategy _ 

Bishop Vick makes Ranker look like Stan Gimble by comparison. Do not face Vick until you are at least level eight 
in either Unarmed or Melee Feats. 

Hide behind obstacles while Vick shoots. When he pauses to reload, move in and attack. Vick can he knocked 
over if you are powerful enough, but as soon as he gets up with the shotgun out, hack off because it does a massive 
amount of damage at short-range. 

The fact that you must pause between attacks makes using Blood Buff to enhance your combat stats inefficient. 
However, don’t be afraid to use other Disciplines to help out in the fight. 

Keep working on Vick in this manner until he falls. You can take out the Zombies if they’re giving you trouble, but 
it’s probably not worth it since they are so slow moving. They don’t respawn however, so it’s not a waste of time. 

Draw Vick into the corridor outside his room, then trap him in a small area. This negates his Celerity, rendering 
him unable to escape your blows. I lowever, close quarters also gives Vick an edge since he’s using a shotgun. 

If you are having too much trouble trying to beat him, head to the Blood Bank in Santa Monica and stock up on 
Blood Packs before entering the crackhouse. 

Ranged Strategy _ 

If you are a ranged player, use the table in the middle of the room for cover, and strafe out to shoot at Vick with your 
best mid-ranged gun, most likely the Brokk at this point. Don’t bother with the shotgun or the Braddock, as they 
aren’t accurate unless you are close. The last thing you want to be with Vick is close. I ,ook at all those diseases he has! 

Keep a moderate distance between your character and Vick and he’ll fall after you’ve emptied a few clips into him. 
Watch the damage he’s doing to you with the shotgun. Use Blood Packs when your health gets low. It doesn’t get 
much harder than Vick, so this is a great place to utilize the items. 


After defeating Bishop Vick, go see Damsel and M. Strauss. As a reward from Damsel, you get experience points. 

M. Strauss offers a choice between cash and a pendant. The cash reward is S350 and the pendant is a Bloodstar. 
Bloodstar doubles the duration of your Blood Buff power, and is invaluable to any player. It’s clearly the better choice. 
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VP 


ATTENTION WHORE 



A Confession 


Go to The Last Round and talk to Skelter. Tell him you’re interested in helping out the 
cause of the Masquerade. He asks you to find and get rid of a Toreador Ghoul called 
Patty who hangs out at the Confessions club. 


tMaxXPEamed 


2XP 


1XP 


Kill Pa 


-1 Humanity 


Persuade Patty To Head to San Diego 


1XP 


to Pisha 


1XP 


Send Pa 


1 Humanity 


1 Masquerade Redemption 


1XP 


eturn to Skelter 


+1 Masquerade 


3XP 


ax XP Earned 


|Kill Russians 


1XP 


ISociaHlussians 


1XP 


2XP 


Return to Venus 




$100 (Optional) 

And Venus Was Her Name 


Opens up 


—^ 

i] 

Go to the Confessions club. Patty is the woman 
standing by tables on the right side. There are three 
wavs to deal with this Ghoul. If you’ve ventured into 
the Old Hospital and met Pisha, then tell Patty to go 
there. Pisha knows what to do with her, and you lose 
a Humanity point, but have successfully completed 
the quest. If you have level five Persuasion or higher, 
convince her that her Toreador master left for San 
Diego. If you do this, she leaves and never comes back. 

This is the only wav of completing the quest without losing a Humanity point. The third option is to lie, saying that 
her Master is out in the alley. She goes there to find him. Nab her before she gets outside the threshold of the club. 

This area is out of the way and you can feed on her to death without attracting the attention of the Club’s patrons. 
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Start a conversation with the bartender at the Confession club. She’s in need of some 
muscle to help her out. She wants to tell the Russian mafia that she’s short of cash to | 
a debt owed to them. 



Meet Igor in the parking lot behind the Empire I lotel in the parking lot. You can 
kill Igor and his cronies ifyou like, or ifyou have social skills, utilize those to procure 
a favorable outcome. You need level 6 Persuasion, Level 1 Dominate, or Level 3 
Dementation to successfully solve the Igor problem without direct violence. 


And Venus Was Her namf 


Once you’ve taken care of Igor one way or another, 
head hack to Venus. 


M^^C^Earned 
KilH^orijs 
Kill Venus 


Return to Boris 


Return to Venus 


3XP 

2XP 

2XP 

-1 Humanity 
1XP 
$1000 
1XP 

$250 

+$250 each time you return 


The Igor battle isn’t too tough, they are just three 
normal humans. Be careful about using Disciplines 
in public, as you could violate the Masquerade if the 
battle spreads out to the streets. 


Fun with Dementation 


If you are a Malkavian with the Dementation Feat, you can convince Igor 
that he is a grizzly bear and that his cronies are delicious salmon. Thi 
definitely the most creative way to solve this quest! 


When reporting back after successfully completing A 
Confession, Venus asks you to join her for a conversation 
in her room. She informs you that Boris, the head of the 
Russian mafia is angry at her. She asks you to kill him so 
she won’t be afraid of him anymore. Boris is in the Empire! 
1 lotel and she gives you the Empire Mafia Key. Travel to 
the Empire Hotel and up to the sixth floor. 











































i the left, follow the corridor around and head to the absolute back of the building on 
is here. If you attack him, not only will Boris come out to attack you, but all of his gu 


attack 


You can kill Dema quietly by sneaking up to him, then successfully feeding on him on the first try (use Blood Buff). 
Social Skills are another option. In order to convince Dema to let you see Boris, you need Dementation, Dominate, 
or at least level 5 Intimidate or Persuade. 


Boris turns out to be a very unpleasant man. I le 
certainly doesn’t treat Venus with any respect. If you 
tell him you are there to stop the extortion of Venus, 
he counter-offers for you to go and kill Venus. 


Killing Venus is obviously the evil path here. If you 
do decide to do this, head back to Venus at Club 
Confession and kill her in the privacy of her office. 
You lose a humanity point, hut you still get XP and 
SI000 from Boris. 


If you decide to stick with taking care of Boris for Venus 
you have a few options. First, just attack and kill him. 

If you do this, you must take on about a dozen Russian 
Mafia soldiers as well as Dema. 


If you have the Dominate Skill, pull a vampire 
mind-trick and convince him to call off the debt. 
Players with level 3 Dementation can trick Boris into 
attacking Dema, which immediately results in his 
death. If you’ve killed all of his men already, and have 
a Persuasion f eat higher than five, Boris agrees to call 
off the debt. 


Report hack to Venus Dare to get a $250 reward and 
makes you a Part-Owner of the Confession Club. You 
can now return to Venus after completing each main 
quest for another $250. The quests you which reward you 
with money upon return are: 


The Klizabethan Rendezvous 


Calling Dr. Grout 


of the A nkaran Sarcoi 


Upon Kxiting the Warrens 
Finding Barabus 

Retrieve the Sarcophagus (Giovanni) 
Upon Return From the Society of Lee 
Upon Return From the I lollowbrook 

























3XP 

1XP 

1XP 

1XP 


Isaac Abrams is in the local 
jewellery store. He doesn’t 
trust the Camarilla much, 
and he won’t help you find 
the Nosferatu unless you 
help him first. When you 
first arrive in Hollywood, 

Isaac’s runner approaches 
you and gives you directions 
to talk to Isaac. 

Isaac is after an illicit video tape, but the contact for the tape 
has become paranoid. Isaac needs you to bring the tape back 
to him. You must find the supplier, and get the tape. Go to the 
Ground 0 Internet Cafe located in the middle of Hollywood. 

Use the computer at the far right corner of the cafe and log in 
as JosefK and use the password Kafka. There’s an e-mail from 
the supplier asking you to meet him at the alley behind the 
Fast Buck. 


Go back to Isaac and give him an update. He lets you know 
that Ginger Swan is dead. That means she can only be in one 
place: Hollywood Cemetery. 

The cemetary gates are locked, but there’s an alternate passage 
to the side. Clear the rubble from the hole to enter the 
cemetary. Follow the path to the Mausoleum, enter it and go 
down the hallway to the left, then to the right. Ginger Swan’s 
resting place is to the right. Open it and obtain the video tape 
from inside. You should see the spot where the tape is hidden 
glowing with inspection particles. Grab the tape, then head 
back and deliver the tape to Isaac Abrams. 




When you meet him in back 
of the Fast Buck. He doesn’t 
have the tape on him, but 
has stashed it somewhere 
for you. Before disclosing 
its whereabouts, he runs off 
and is eaten by some kind of 
mysterious sewer monster. 
He does leave you with one 
clue, though: Ginger Swan. 



Snuff is enough 



3XP^~~“ 

2XP 

2XP 

2XP 

+Masquerade Redemption 













































If you follow the path all the way through, you eventually 
encounter a cowering, but living DMP employee. Talk to him 
to find out where they got the footage. Before he can tell you 
everything, he is eaten by a Headrunner. Kill the monster, then 
turn around and climb in the small vent in the opposite wall. 

Crawl through the vent into the room beyond and find Part 2 
of the tape on a table. Now that you have the tape, get out of 
the Cafe as quickly as possible. Make a run for the exit. When 
you make it outside head back to Isaac. 


The tape is a hideous Snuff film. Isaac finds this quite 
disturbing and wants the creators found before the material 
reaches more mortal eyes. Unfortunately, the first part of 
the tape was worn out and unreadable. Your quest is to find 
a better copy of the tape. The only clue is the publishing 
company name: Death Mask’ Productions (DMP). 


Although Isaac doesn’t know where to look, he thinks a logical place to start is the 
local porn shop. The Sin Bin is located across the street from the Asp Hole. You 
can’t miss the pink, neon XXX sign. Go down there and converse with the owner, 
Flynn, to get information from him through the use of Social Skills. In order to 
get the info for free, you need level 6 Persuade, Intimidate, or be a female Seducer. 
Additionally, level 3 Dominate and Dementation are good enough to bribe him with 
S500; combined with a Haggle Feat of 6 or greater, that can be reduced to $400. 

If diplomacy is not your thing, hack the manager’s downstairs computer’s ‘private” 
folder (password dirtydog). You need level 4 lockpicking to get in the room, but you 
can get past this with a Blood Buff. 


DMP calls a payphone outside the Red Spot and speaks a 
coded message. If your response is correct, you receive more 
information. When you answer the phone, the caller directs you 
to go to room two at the Luck E.Star Motel. There you gain an 
Internet Cafe Key and find bloody handprints on the walls. 


Get back to the Ground 0 Internet Cafe and use the key 
to access the back rooms. Be careful as this underground 
production studio is infested with the freakish Headrunner 
beasts from the video. Proceed through the studio and kill the 
creatures as they attack you. One Headrunner isn’t much of a 
problem, but if they swarm you, you can quickly find yourself 
in a lot of trouble. Crouch to increase your accuracy and switch 
between high-powered rifles and Shotguns to take them out. 
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Isaac recognizes the location featured in the tape, 609 Kings Way, which is added to 
the cab/sewer map. Before leaving for 609, stock up on Blood Packs, ammo, and any 
extra weapons you can afford. 


The front door is locked, so use the door to the right. In the backyard, use the 
broken latticework to climb up to the balcony. From the balcony, ascend the stairs to 
the third floor to a sliding door which leads inside. 


You’re attacked by Headrunners in a 
room shown in the film. Take them out 
with your weapons of choice. Proceed 
downstairs through the house and 
dispose of any Headrunners along the 
way. In the basement is a hideously 
disfigured vampire who, at this point, 
remains anonymous. The Tzimisce owns 
up to creating the tape for his own evil 
purposes. After a short conversation, the 
monstrous Kindred initiates combat. 
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Affiliation 

1 

Sabbat 


Hit Points 

1 

450 


Special Powers 

1 

Pseudo-Teleportation, 



t 

Summon Headrunners 


Weapons 

11 

_ 

None 


1 Recommended Combat Level 

5 


1 RANGED 1 

1 MELEE 1 

1 UNARMED 1 

1 DEFENSE 1 

1 stamina! 

| DEFENSE AGAINST FEEDING I 

| | 

11 

} 11 

f_J 

1 i 
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Melee Strategy 


The Tzimisce boss doesn’t directly attack you, but instead summons Headrunners. By the time you get to him, you 
should be well versed in killing Headrunners. Kill them as they spawn, quickly find the Boss’s location and charge 
him as soon as he appears. Keep hitting him until he disappears back into the ground. This battle should not be very 
difficult. 


Ranged Strategy 


Stay in the center of the room. Crouch down for increased accuracy. Kill the Headrunners as they spawn in with the .44 
Revolver or the Brokk. Keep looking in all directions for theTzimisce’s head to pop up, and when he does, shoot him. 
Save vour blood and Blood Packs for the next series of levels as they are significantly more difficult than this boss fight. 


P 

* 


If things go badly (like you run out of ammo), switch to your fists, use a Blood Buff, then move in to take out the 
Guardian the old-fashioned way. He should go down pretty quickly with Blood Buffed fists. 


Once the monster is defeated, you gain access to the Nosferatu 
Warrens through the double doors. 



^jNOSFERATU WARRENS _ 

The Nosferatu Warrens is not a quest. It’s a complicated tunnel system you must follow to find 
the Nosferatu the Prince believes have possession of the sarcophagus. The Tzimisce have driven 
the Nosferatu deep into the sewers and your path to them is not an easy one. 




I Warrens 1 _ 

I Drop down into the tunnel, crawl into the severed pipe and go right. You’re now in the sewer 
I tunnel system. There is a scientist dead on the tunnel floor. Read his log, then open the gate to 
I the next tunnel. Follow the directions on Maps 1 6c 2 for the best path. 



Hollywood 








































Follow the first hallway. To the left are two rooms. The room on the right has a 
Ledger with more disturbing notes about the tunnels. This room also provides 
access to the Hollywood Hub. Open the left room (Lock picking of 5 required) and 
stock up on ammo. 


Follow the map directions to the end. At the end is a room flooded with water. Find the vent and drain the room. The drain 
sucks you down with the water into Warrens 2. 



Warrens 1 Map 1 



Warrens 2 


In Warrens 2, swim forward through the big pipe and grab 
the ladder to the left. If you miss the ladder, expect to be 
ground up by the spinning blades, so be careful. Once out of 
the water, get to the other side and crawl through the pipe. 
Jump over the water and grab a barrel from the corner. Throw 
the barrel into the water. The current rams it into the blades 
and stops the machine. Climb the blades and go through the 
pipe above. 



Hidden Headrunners 


Be careful moving through these rooms. Each small pipe in the room 
hides a Headrunner. As you pass the pipes, they attack. Pass only one ' * 
pipe at a time and deal with each Headrunner. If you run through the 
whole room, you have a horde of the freaky creatures after you. 

i ■ , . ; 
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Follow the map to reach the control room. The floor is flooded and electricity sparks from across the room. Follow the catwalk 
towards the control panel on the opposite side of the room. On the way the catwalk crumbles, and the electrified water is a 
danger. Get to the ladder under the control panel. Watch the electricity and time your ascent of the ladder to when the electricity 
is dissipated. Dispose of the Headrunners At the other end of the catwalk, pick the lock of the door (level 5 difficulty) and 
switch off the electricity, or hack the computer on the wall to power-down. 




















Hit the switch on the wall that’s marked “Reservoir Flood Control.” Once the 
Reservoirs are completely drained, hit the switch, quickly jump over the catwalk 
and into the water. There is an underwater pipe that runs perpendicular to the wall 
which holds the reservoir switch. Quickly swim up this pipe until you reach the end. 
When you do, turn right to get into the now flooded reservoir. If you are too slow, 
you must repeat the process of draining and flooding the reservoir until you get the 
timing just right. Once you are in Reservoir 2, swim out to trigger the end of the 
level and start Warrens 3. 




Warrens2 Mop 1 



Warrens2 Mop 2 


START 


Warrens 3 

Here you are thrown into a room with a Belial. Equip a long range weapon and 
shoot at its head while avoiding its projectiles. If you prefer melee attacks, carefully 
circle the creature hitting it from behind. When it looks to attack with its giant claw 
arm, back away. Once you have killed the Belial, hit the switch on the right side of 
the gate he was guarding. Walk down the corridor to the left. There is a green-lit 
room. Cautiously enter this room as Headrunners attack from multiple sides. Once 
you have disposed of the runt-demons, you must get past the locked door here. 

The door has a lockpick level of five, which means you may need a Blood Buff to get 
past it. If you’re low on blood, feed on the rats down here, or use the Odious Chalice 
if you earned it from Pisha. 

Cautiously enter this room as you are introduced to a fierce new enemy, the Tzimisce Spider Creation. 

If you choose to fight, be careful. The Spider Creation is a formidable enemy. Avoid close combat, use the environment to 
maintain distance and kill it with ranged weapons and disciplines. 

If you are playing a Melee-oriented character, completely avoid fighting these creatures. There’s really no benefit from killing 
them, and they are extremely tough in close-quarters melee combat. That’s not to say they are impossible, but they can be really 
hard, and killing them really is somewhat pointless. 







Hollywood 









If you choose to flee, or have killed the 
monster, head to the back wall. You 
should see several barrels on the left. 
Note the thin ledge here. Walk onto this 
ledge and follow it around to the vent 
on the other side of the pit hidden by a 
waterfall. Open this vent to exit the map 
and enter Warrens 4. 



Warrens 4 



Warrens3 Mop l 


Descend the large vertical room by carefully jumping from pipe to pipe. At the 
bottom, time your jump to avoid the fan blade and drop down to the room below. 
This section of the Warrens is a dangerous area, filled with Belias, Spider Creations, 
and Headrunners. Avoid encounters when possible, but expect to be forced into a 
few fights along the way. 

Before turning down towards the control room at the last hallway, turn right and 
head to the other side of the hallway to the exact opposite end of the hallway from 
the control room. Once there, help a Nosferatu Kindred take out two Belias. Nearby 
is the skeleton of a dead Nosferatu. Search the remains to find a Pass Key, which 
is your access card for exiting the level. Go to the control room, and open the shaft 
using the switch on the far wall. 



Warrens 5 



Follow any path here as they all lead to the same location. Be careful when using the bridges that cross the foul lakes. No ones 
really sure what is in those lakes, but whatever it is, it definitely hurts if you fall into it. 


There are three Nosferatu Kindred here: Mitnick, Imalia, and Gary. Although Gary is the vampire you seek, talk to the others 
as well since they offer side quests to follow. Talking to Mitnick leads to The Tangled Web side quest. Talking to Imalia leads to 
the Cover Girl and Model Citizen quests. 
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Once you are done with those two, head to the end of the tunnel into a dining room hosted by a couple of skeletons. After some 
annoying Cheshire Cat styled taunting, Gary materializes and tells you that in order for him to disclose the truth of where the A 
Sarcophagus is, you must run a mission for him. He s lost a scout in Chinatown. He needs you to find out what happened to fl 
him. 



After you are done with Gary, proceed out of the Warrens and back into Hollywood. The Taxi/Sewer map now has access to 
Chinatown. 
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You could stop her by punching her in the head, but she runs away frightened and you risk getting a criminal 
violation. If you kill her, you lose a Humanity point. The best choice is to let her make the phone call, hut 
before she can explain anything, feed on her, hut release her before she dries up. That way you get a Masquerade 
Redemption plus some additional blood. 


You need at least a 7 in Intimidation or Persuasion 
Feats to get rid of her. You can also get rid of her if 
you have Dementation or Dominate skills of at least 
level 3. 


You can fool her into believing that you are not who 
she thinks you are. 1 lowever, if she doesn’t believe you, 
she walks to the nearest payphone determined to get 
you help. If she notifies the family, you are penalized 
with a Masquerade violation. 


i Ouesis : Hollywood 


Samantha 


Max XP Earned From Quest 
Kill Samantha 


OXP 

+Masquerade Redemption 


-1 Humanity 


Convince Samantha You Aren’t Who 
She Thinks You Are 


♦Masquerade Violation 
-Masquerade Violation 




Let Samantha Live 
Punch Samantha 


Criminal Violation 
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After meeting Isaac for the first time, you are approached by a young woman named 
Samantha in the Hollywood I iub. She’s amazed to see you walking around healthy 
on the street. She expresses how all of your relatives and friends had been worried sick 
about you since disappearing. This is a vampire who values the Masquerade’s worst 
nightmare, and you must make a choice between sacrificing Humanity Points and 
Breaking the Masquerade. 


A Dish Best Served Cold 


MaxXP Earned From Quest 


2XP 


Convince Critic to Give Restaurant 
Bad Review 


2XP 






Prince LaCroix sends you e-mail once you arrive at the Hollywood Hub. Go back to vour Haven to receive the 
e-mail. LaCroix wants a certain restaurant in Hollywood discredited, the Cavoletti Cafe. 


































The other option is to offer to help Ash escape 
through the sewers. If you choose this option you go 
up against some of the best human enemies in the 
game. The Witch-Hunters encountered in the sewers 
are an early taste of encounters during the end-game. 


Ash can handle himselt, so you don t have to worry 
too much about protecting him. Focus on killing the enemies as quickly as you can. Don’t forget that these guys 
are completely susceptible to your Disciplines and feeding. Use both effectively to get Ash out of town, for now at 


Waiting at a table outside the restaurant is the food critic 
Tommy Flayton. Convince Flayton to give a poor review. 
Use Social Feats and Disciplines to make your case. If 
your Social Feats are high enough, you have the option 
to use them in the dialogue. To convince Flayton that the 
resteraunt is no good, you need a Persuasion score of at 
least 4, or the Dominate or Dementation Disciplines. 


Combat 


HUNTERS HUNTING 


ax XP Earned From Quest 


3XP 


Convince Look-A-Like to Switch Clothes 3 XP 

^g 


$250 

3XP 


Escape with Ash through Sewers 


$500 


Ash, Isaac Abrams childe, is a former movie star and current owner of the Asp Hole 
night club. Ash hasn’t been very discreet about his supernatural side and is now sought 
by vampire hunters. There are hunters staking the night club waiting for Ash to leave. 


Ash is on the second floor of the night club. There are two ways to help out Ash 
Diplomacy or Combat. 




Di plomac 


With Persuasion, trick the man resembling Ash that is standing at the bottom of the 
steps on the first level of the bar to switch clothes with Ash. You need an Intimidate 
or Persuasion Feat of at least 4 to talk the look-a-like out of his clothes. You can also 
convince him if you have level 1 Dominate or level 3 Dementation. 
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Cover Girl 



Imalia hates a model called Tawni Sessions. Tawni is the new “it” girl in Hollywood 
and Imalia can’t stand it. She wants dig up the worst filth about her and get it out to the 
public. Your task is to go to her home in Hollywood, place and connect small cameras. 

Imalia is convinced Tawni will disgrace herself in her own home and wants it on video. 

Imalia gives you a key to Tawni’s apartment and three web cams. She lives in an 
apartment across the street from the Lucky Star Motel. 

The most difficult part of this mission is that if you alert Tawni or her boyfriend, the 
mission doesn’t automatically fail, and you won’t know you’ve failed until you get back to Imalia. To ensure 
you don t mess up while you are going through, keep an eye on your stealth meter. If the meter’s number ever 
changes to a red exclamation point, that means you have been seen and have failed the mission, so you should 
start over. 

Once inside be careful, Tawni is home along with her boyfriend. IfTawni sees, you the quest fails. Ifyou kill 
Tawni the quest fails. 

The camera locations are marked, and you need to put the cameras in place. One goes in the living room, one in 
the bedroom, and one in the bathroom. A quick and easy way to take out Tawni and her boyfriend is to feed on 
them when they aren’t looking. This takes them out of the action for about a minute, giving you plenty of time 
to get in, plant the cameras, and get out. 


YOU 

Just Imalia? What’s your last name? 

YOU 

Looks more like a state of personal 
horror... 

YOU 

These are jokes! C*mon...let me ask you a 
few more questions. 

YOU 

Tell me again why you hate Tawni 
Sessions.•• 

YOU 

Sorry? I couldn’t hear you over that 
little violin.•. 

YOU 

Hold on! I was kidding! Can’t you take a 
joke? Let’s keep talking... 


Model Citizen 


Model Citizen 


You meed Imalia when emerging from the 
Warrens entrance to the Nosferatu hideout. If 
you upset Imalia when first talking to her, you 
must make amends by completing this quest. 
There is really no benefit to doing this quest, 
however, ifyou are looking to do everything in 
the game, these are the responses you must use: 


There are actually a few ways to anger Imalia enough 
for her to issue the quest, but this method is a good 
way to ensure you get the quest without angering her 
so much she doesn’t talk to you anymore. 


The solution to this quest is to head back to 
Flynn, proud owner of the Sin Bin. He owns a 
rare copy of this magazine. The lowest you can 
get V lynn to sell you this precious magazine is 
$400. To get him down that far, you need at least 
6 in your Haggle skill. Expect it to go for $500. 


Once you have the magazine, return to Imalia 
with it to continue on to the Model Citizen quest. 


axXP Earned From Quest 


2XP 


lan^Al^Camera^^Aetivate Computer 2 XP 
_ $400 















Once all three cameras are place, log on toTawnis laptop 
in the bedroom. With the password cleopatra, log in and 
connect the cameras to the network. Return to Inialia 
with the good news to collect vour reward. 

Don't miss the newspaper article sitting on Imalias desk 
on your way out! 

You Only Die Once a Night 


Romero is Isaac’s ghoul and he lives alone in the Hollywood cemetery. Romero’s responsibility is to make sure 
the living dead don’t escape out into Hollywood. He spends each night blowing away scores of zombies. Meet up 
with him in his shack located at the center of the cemetery. 

^ This quest is the most difficult side quest in the game. Although it is placed relativ ely 
early, you should not try this quest without your combat skills maxed out. If you are 
playing a non-combat character build, stick to Pimpin’ for Romero or Seducing Romero 
side quests instead. 

After vou agree to help Romero, he hands over a Jamie Sue rifle and tells you he’ll be 
gone for exactly five minutes. It’s your job to keep the undead off the streets before until 
_ gets back. 

This quest is extremely difficult and requires awesome accuracy from your guns, or 
creative crowd control techniques if you are a Melee character. There are a few tips you should know to help you 
through this mission: 

There are two gates. One gate near Romero’s shack, one at the cemetery entrance. You must defend both 
gates equally to be successful. 

Headshots instantly kill Zombies. This is very helpful with guns, but with melee, don’t worry about it too 
much. 

Hitting a zombie once, even with a non-lethal hit, pulls it off of a gate it is attacking. A good technique is to 
hit the zombies with a spray from the Braddock as you approach a swarmed gate. This ensures they all back 
off the gate for a few seconds, buying you valuable time. 

Using area effect debuffs like Mass Hallucination and Presence pulls the Zombies permanently off the gates 
they are attacking. Using these Disciplines is the closest “easy” way of passing the challenge. 

In the last two minutes, killing a zombie only results in it immediately respawning. Sometimes it’s better to 
just quickly hit all the attacking Zombies, then turn around and head to the other gate. 

Find the quickest paths between the gates. Since you must quickly run between the two, and often the 
difference between completing and failing this mission is only a few seconds, every step counts. 

Never spend more than 30 seconds guarding one gate, you want to quickly bounce between each gate. 


If you fail, you get a Masquerade Violation and 
Romero won’t be happy with you. You can’t come back 
and try the mission again later. 


ax XP Earned From Quest 


3XP 


Jamie Sue Rifle 
3XP 

Firearms Bonus Skill Bonus 


ccept Quest 


Succeed in Repelling Zombies 


If you win, Romero returns after five minutes and is 
impressed. I le offers you a reward for your troubles 
and that completes the quest. 
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axXP Earned From Quest 


Pimpin’ for Romero 


If you are a playing a suitably attractive female vampire, 
Romero expresses interest in you! You need a Seduction 
l ; eat of at least 8 to get this option. If you agree to get it 
on with Romero, you get 2 \P and when you conic hack 
and talk to him, you can use him like a normal Blood Doll 
to recharge your health and Blood Points. 

Completing this quest replaces both Pimpin’ For Romero 
and 'Sou Only Die Once a Night. 


Seducing Romero 


When Romero offers You Only Live Once, you can tell Romero that you actually like 
the Undead, and the quest isn’t really up your alley. If you tell him this, he suggests an 
alternate quest which involves securing some human companionship for the evening. 


axXP Earned From Quest 


2XP 


eturn with Prostitute 


2XP 


Firearms Stat Increase or $100 


2XP 


Seduce Romero 


2XP 


Romero becomes Blood Doll 


Leave the cemetery and find a prostitute on the street. 
Convince her to come with you to this friend of yours 
in the cemetery. Seduction helps and gets you the 
hooker for free. Once she agrees, lead her to Romero. 

I le’s quite impressed with your selection and offers 
you a choice between Firearms training or $100. Your 
selection concludes the quest. 
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Talk to the owner of the Vesuvius club in 1 lollywood.Thc owner is a 
charming Toreador named Velvet “VV” Velour. 

V V has a few quests for you to run. Seducing VV and completing her 
quests exactly as she asks gives you a few rewards. First, you receive an 
autographed photo which you can sell for a few hundred bucks at a anv 
vendor. Second, she gives you a poster to hang up in your I laven. You’11 
also receive some poems from her in your e-mail. Finally, you can head 
hack to Vesuvius later in the game, and find her pole-dancing. This is 
reserved exclusively for players that spent the time buttering up VV. 

To get on VV s reallv good side, and get all these bonuses, you not only 
need to complete her quests perfectly, hut also have a Seduction heat of 



at least 5. 




W' 


VV s first quest is that she knows of a vampire hunter in 
I lollvwood who was fired by VV after finding a weapon in 
her locker.The hunters name is Chastity and VV thinks 
she is now working at the Sin Kin as a dancer. 


Chastity must he dealt with before she becomes more 
dangerous to the I lollvwood Kindred. I ake the task 
and go to the Sin Kin. I lie owner admits that Chastity 
works for him and she’s downstairs dancing. 

Check out the peepshow. I lie blond is Chastity 
the brunette is Kerri. The only way to get closer to 
Chastity than the peepshow glass allows is to get rid of 
the customers. 


» <*m 


You need to lure out the customers to get access to Chasitv. Open f lynns office yvith a I .ock pick (level ^ challenge), 
then hack his computer to access the peepshow directory (password sinner). Access the peepshow and lock it down. 
Two of the three booths close but the third is not hooked to the system. 

Kick the lock of the Change Machine in the hallway outside the peepshow (level 6), open the machine and take 
all the money. The final customer runs out of money and leaves after trying the C liange Machine. Kick the lock 
of the room next to the Peepshow booths to go in and talk Kerri into joining you in the private room. You either 
need some good social skills or S100 to get her to head over to the pleasure palace. You need level 6 Persuasion or 
Seduction l eats or level d Dominate or Dementation to get her out of the room. Removing her is necessary to give 
you a clean shot at Chasititv without freaking out everyone. Next, go after C hastity. When she sees you, she attacks 
with her katana. 
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UNARMED 


DEFENSE 


STAMINA 


DEFENSE AGAINST FEEDING 


Affiliation 

t 

Society of Leopold 

Hit Points 

• 

196 

Special Powers 

4 

None 

Weapons 


Katana 

Recommended Combat Level 


3 


|RANGED | 

7 


Boss Strategy 


Chastity is just a human; a really tough human, but human nonetheless. Don’t let her get too close to you with 
the Katana, heed on her, use a Discipline or two, or simply hammer her with your best attacks, and she dies pretty 
quickly. 


- h 


After Killing Chastity, report the success to Velvet. If vou 
completed the quest without harming any civilians or 
alerting others at the Sin Bin, W is exceptionally happy 
with you and requests you stop calling her Velvet and 
instead stick to “ W,” her pet name. 


B-Rated Writer 


lax XP Earned From Quest 


iGetthe Manuscrir 


Mjj^Out^About Accomplice 
|Kill Julius 
■LetJuliusGo 
iReturn to W 


H Humanity 


♦Masquerade 

VV’s Photo and Poster (possibly) 


You get this quest after finishing Hot Stripper Assassin Action!. Velvet “ W" Velour 
is worried about a favorite costumer. She suspects he knows about the Kindred and 
is working with a Kindred on a screenplay. Velvet asks you to get the screenplay from 
I)a\ id Hatter, the clerk at the Lucky Star Motel. After acquiring the screenplay, you are 
to find out David s Kindred accomplice. 























































Use your best social skills to obtain the screenplay from David Hatter. To take the screenplay, you need at least 4 in 
Persuasion, Intimidation, or Seduction. You can also do it with level 2 Dementation or Dominate. 

Obtaining the name of the accomplice is a little harder, and requires at least 6 in one of the social feats to 
successfully extract the name. 

His accomplice, Julius, is a Thin Blood from Santa Monica. Go to the Santa Monica Pier. Julius stands near a 
barrel fire on the beach. Tell him to leave and never come back, or kill him after the conversation. Both are enough 
to continue the quest, but the only way to get the XP reward is to kill him. Take the screenplay to Velvet and the 
quest is complete. W is very happy with your bard 
work. She agrees to tear up the screenplay, but don’t 
tell her the truth if you let Julius go. 

If you have done a good job of seducing her, and 
following her instructions on the quests, she’ll reward 
you with a signed photograph to hold you over. 
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Gargoyle Removal Service 


SE 


axXP Earned From Quest 


A sk Regent About Gargovle 


Kill Gargovle 


^ell on Regent to Isaac 


Return to Regent 



5XP 

Gargoyle Occult Item 

3XP 

2XP 

No Camarilla Ending 
$500 

Ensures access to Camarilla Ending 


•9 


After finishing Dead Ex, this quest becomes available. Talk to Isaac and ask if there’s anything else you can do for 
him. He asks you for a personal favor. A Gargoyle has taken up residence in the Chinese Theatre across the street. 
Your task is to either get rid of it or convince it to ally with Isaac. He explains that the theatre is not in use at the 
moment and gives you the Chinese Theatre Key. 

When you were in Downtown, you may have found a book about Gargoyles in the Tremere Chantry. Head over to 
the Chantry and talk to the operator, Strauss. 


If you have minimal Persuade (only a level 2 is required), Strauss will tell you that he indeed created the Gargoyle, 
and he has escaped his clutches. He gives you an amulet to protect you from the Gargoyle, and sends you on your 
way asking you to destroy the creature once and for all for the sake of the Chantry. 

You now have in your possession a valuable secret. There arc two possible things you can do with this secret. One is 
you can hold on to it, kill the Gargoyle, and return to the Regent for a $500 reward (Isaac is too cheap to give you a j 
reward, so this isn’t a bad option). This ensures access to the Camarilla ending option in the End Game. If you are i 
playing a Tremere Vampire, this also gives you access to a new Haven which is located upstairs in the Chantry. 

The other option is to turn this info into Isaac. Isaac is sure to use this information to his advantage. You gain 2 XP, " 
but you are banned from the Downtown Chantry, and you are not able to side with the Camarilla at the end of the 
game. Regardless of which options you choose, you have a tough fight ahead of you. ■ 

Inside the theatre, the massive stone Gargoyle comes crashing through the skylight. It’s apparent that he doesn’t 
like the Kindred at all and would kill them all if he could. You can convince him to ally with Isaac, but it’s only 
worth doing this if you want to avoid combat, as you get no XP for solving the quest in this manner. With a 
Persuade Feat of 6, you can talk the Gargoyle into an alliance with Isaac. If you’ve already talked to the Regent 
before seeing the Gargoyle, it is not possible to talk the Gargoyle out of combat. 






















Melee Strategy 

Defeating the Gargoyle is one of the most challenging things in the game. The only weapon he is susceptible to is 
the Sledge Hammer. Have one with you before entering the theater. Ifyou do, he goes down pretty quickly, so long 
as your Melee is high enough. Get the Gargoyle Talisman from the Regent to ensure you can survive the massive 
damage the Gargoyle dishes out. 

Ranged Strategy 


Ranged weapons are particularly ineffective against the Gargoyle. Your best bet is to use a high-powered rifle to 
attack the Gargoyle. However, even the McLusky won’t do much damage. If you stick it out, you are eventually able 
to kill him, but it won’t be easy. 



Tangled Web 


ax XP For Quest 


8XP 


ctivate Santa Monica Computer 


2XP 


ctivate Downtown Computer 


2XP 


ctivate Hollywood Computer 


2XP 


ctivat^Chinatown Computer 


2XP 


Use the obstacles and size of the theater to maintain distance between you and the Gargoyle. Don’t worry too much 
about accuracy since the Gargoyle is so huge, hitting him is like hitting the side of a barn. Instead, keep out of 
crouched position so you can cjuickly move when the Gargoyle charges. 

Stock up with several bags of blood before entering the Theater. Use Ranged Damage Discipline attacks to get 
through his defenses. Powers like Suicide, Burrowing Beetle, and Vision of Death are particularly effective. Having 
any one of these direct damage powers greatly aid your cause. 












































Downtown LA Hub: Nocturne^ Theater^ _ 

Mitnick leaves another email with instructions concerning the Nocturne Theater in Downtown LA. The only 
entrance to the theater is through the sewers. Go into the sewers and find the sewer map. 

Use stealth in the Theater. Crouch and avoid the guards. Don’t kill anyone and don’t get spotted. Proceed through 
the first room and up a ladder to your right. Ascend the other ladder in the middle of the catwalk and place the 
camera in the marked location. Remember to stay crouched. If you stand, the guards hear you. Descend the ladder, 
this time go to the left. Proceed down the ladder and sneak down the hallwav to the left. At the end of the hallway 
on the right is the computer room. Run the Schrecknet command and sneak back out. 



Santa Monica 
Sewer Access Map 
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Hollywood Hub: Metalhead Industries 


The fourth and final destination is the Kamakazi Net in Chinatown. As before, the key to the building is in your 
mailbox. However, Mitnick is unable to provide any background information about this location. You must solve 
this one on your own. 


You are allowed to kill the 
guards if you please in this part. 
Go through the right door from 
the lobby. Follow the lobby and 
enter the second room on the 
right. Log into the computer 
using the password gwailo. 

Run the hooligan command to 
release the virus on the system. 
You now have 10 minutes to 
finish your task and get out. 


Chinatown Hub: Kamakazi Net 


Once inside, sneak to the PC room and enter and unlock 
the office door. Proceed to the office unseen because 
killing anyone or being seen means a failed mission. 

I lack the office computer and run the Schrecknet 
command. This completes this portion of the quest, but 
before you leave, try to unlock the safe in the office. Take 
the cash from inside and sneak back out unseen. 


The third target is Metalhead Industries in Hollywood. 
The Metalhead building is tightly guarded on the inside. 
The key to access the Metalhead building is in your 
mailbox. 









The main security system and the power is now temporarily out. Sneak over to the room 
on the opposite end of the hallway. Avoid or kill the guard. Log on to the computer and 
read the e-mail to obtain a security' code: 4567. Head down the hallway and through door 
one. Continue out the hallway and enter the security' code on the door at the end. To the 
right is the server office. Go there and run the shreknet command with the password 
nirvana. This concludes the Tangled Web quest. With a high Hacking Feat, decrypt the 
v ault password: nippelhcs. Empty the safe on the wav out. Escape the building through 
a vent in room six. Log onto the computer and run the mitnick! command. Mitnick 
unlocks the v ent and vour escape is successful. 


Chinatown Hub: Kamakozi 
Net map 


Carnival of Death 


lax XP For Quest 


3XP 


[Convince Serial Killer to Re form his Ways 1 XP 

+1 Humanity 
7 ind a nd Kill Serial Killer 2XP 


♦Masquerade Redemption 


L arniv al of Death is one of the first quests assigned to you. There is a killer on the loose in LA. Your first chance 
to get this quest is by reading the newspaper in the Santa Monica I Liven. The next chance is at the pier where 
the crime took place. 
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When you arrive at 

the junkyard, you finally face the twisted, murderous Kindred. With high Social Feats, convince him to stop killing 
and start a normal life. If you do this, you gain a Humanity point but the Serial Killer persists that he needs to 
continue with the killings. Here you have only two options, let him go (Masquerade Violation) or attack him. 


Follow up on this quest by taking the following side quests: Bounty for the I iunter and Bail Jumper. Those quests 
lead to the Skyline Apartments in Downtown LA for the Muddy Hunt quest, which leads to another gruesome 
murder in Downtown I .A. A key leads to a clue at the Luck E. Star Motel in I lollywood. There you finally find the 
man you were looking 
for, but he has been 
brutally murdered 
and a business card 
leads you back to 
Santa Monica, to the 
old Santa Monica 
junkyard. 


THE SERIAL HILLER 


I Affiliation 

Independent Crazy-Man | 

tj:J - M 

i in romus m 

0U8 

Special Powers J 

Fortitude, Protean Level 5 

Weapons 

. Claws 

Recommended Combat Level foi^ 



Melee Strategy 

The Serial killer is a tough fight for most Melee characters. His claws do chunks of damage and quickly turn a battle 
that appears to be in your favor against you with a critical hit. 

Use a quick weapon against him, like Fists or the fire axe, and get out of the way when you see him about to attack. 
You can effectively juggle the Serial Killer by chaining attacks and hitting him with the Back Attack while he is on 
the ground. This is the most effective way of winning. Use Disciplines for a further edge, and a few Blood Packs 
when you run into trouble. 

If you want to defeat him quickly, knock him into the fire wall that covers the path you took into that area of the 
Junkyard. 

Ranged Strategy 

I he goal with the Serial Killer is to keep him away from you to allow you to unload clips into him. Using Fully 
Automatic weapons is a good idea because it ensures you break up his ability to attack since he is hit so much. Be 
ready to run when your clip runs out! , 

Another good strategy is to use a more high-powered 

weapon like the McClusky and keep objects like r ** j 

barrels and cars between you and the serial killer. He 

often gets caught on these objects which makes him 

an easy target to pick off. ? w’K 

In the end, even with Fortitude, the Serial Killer doesn’t 

have many hit points so he shouldn’t be too tough. ^ S - 































Nostalgic Nossie 


3 Snazzy Posters For Your Haven 


This is not a quest so much as it is something to do to make the Haven a nicer place and takes place via e-mail. 

Gary is feeling nostalgic and would like a copy of one of his old films, Tap Hotel. This ancient film is found in the 
Hollvwood Chinese Theater, near the center of the screen. Drop off the film in your mailbox, and the next time you 
check back at your Haven, expect to find a poster of Jeanette hanging up. 

The next e-mail Gary sends is for a Data CD in exchange for a poster of Damsel. The CD is in the Vault in 
Metalhead Industries (password Turbo Lover). See Metalhead Industries section ofThe Tingled Web for more 
information. 

1 he final exchange is for a poster of none other than Ming Xiao. All you need to do is get a tape from Carsons 
Apartment in Santa Monica in the footlocker next to his TV. To get into the chest, you need a lockpicking skill of 
at least eight. Once this is returned to your mailbox, you have the final poster in your Haven. 
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Mysterious and Mystical, the Chinatown in Los Angeles is the 
domain of Kuei-Jin. The Kuei-Jin are non-Kindred vampire¬ 
like creatures from the Far East. There is a long history of strife 
between the Kuei-Jin and the Western Kindred. Learn more 
about this strife by talking about the Keui-Jin with LaCroix, 
Ming-Xiao, and others you meet along the way. 

Before heading to Ming-Xiao, however, first visit Tseng’s 
Herbal Shop, which has several upgrades to your current 
arsenal including Heavy Leather Armor, the Killmatic 
Submachine gun, a few Occult Items for purchase, and both 
Regular and Blue Blood Packs. 



Gary Golden, the Nosferatu from the Hollywood Warrens, 
requested you find his lost spy, Barabus. He has also 
recommended you start by talking with Ming Xiao, who rules 
over Chinatown. Little goes on in Chinatown that Ming is not 
aware of. Go to her at the Golden Temple (Number 3 on the 
Bus Map) and request permission to operate in her domain. 



%yOKINAPPED 



Eye Gouge Hell, 


Ming-Xiao has much to tell you about the history of the Kuei- 
Jin, Chinatown, and her thoughts on the Kindred. 

When you get around to asking, Ming Xiao does not know 
the whereabouts of the Barabus. However, she suspects that 
Wong Ho, the owner of the 
Red Dragon restaurant, can 
provide more information. 

Upon leaving the Temple, 
you witness a woman being 
kidnapped by several Asian 
gangsters. 


3 * 
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Head down to the Red 
Dragon (Number 1 on the Bus Map). Upon entering, talk to 
the hostess, and tell her you are here to see Wong Ho. She 
buzzes you upstairs on a secret elevator hidden in the right 
wall. If you ever need to use this elevator and the hostess isn’t 
around, the button is located behind the podium. 


In the bar area of the first floor are two more individuals of 
interest. Lu Fang, who after you’ve completed Kikinapped, 
becomes part of the Hitman Impasse quest. There is also a 
Blood Doll. In order to seduce this Doll, your seduction must 
be level eight in order to feed on her. If you do manage to 
seduce her, you should come back here whenever you need 
some blood while adventuring through Chinatown for a refill. 

■ Wong Ho is on the Second 

floor of his restaurant, in the 
corner of a big office. The 
door to the corner is hard 
to find at first. It’s a sliding 
door that looks the same as 
the corner walls. 
























Talk with Wong Ho once you find him. He is concerned 
and explains that it was the Tong gang who kidnapped his 
daughter. He says that he knows how to help you find the 
Nosferatu if you first help him by rescuing his daughter, Kiki, 
from the Tong. 



Kiki is being held at the Lotus Blossom, a popular massage 
parlor run by the Tong gang. The interior of the Lotus is a 
combat area. The building is swarming with Tong. If they see 
you, they attack. The Tong are equipped with sub-machine 
guns, pistols, and knives. If you alert them of your presence, 
more Tong spawn into the map and attack you from above and 
below. The Tong are just humans, so use Melee, Ranged, and 
Discipline attacks to rip through them. When you run low 
on health or blood, just activate Blood Buff and feed on the 
nearest Tong. 

Getting through the Blossom is going to be very difficult with 
normal stealth, with Obfuscate, however, it should be a cake¬ 
walk. Avoid bumping into objects and the Tong. Head straight 
to the second floor, find the locked door. If your lockpick isn’t, 
high enough for the door, just grab the key from the room on 
the right. 



Walking Blood Packs 




Consider the young 
women scattered 
over the Lotus 
Blossom as free food. 
Restore your blood 
often to use your 
Disciplines on all the 
Tong members. 
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Use brute force to kill all the Tong in the building. While 
clearing out the first floor, look in the rooms to find a Golden 
Ring, a Fancy Watch, and a money clip with S250. After all 
the Tong are dead on the first floor, ascend to the second floor 
from the back stairs. Move 
through the second floor 
and clear out the Tong. At 
the end of the hallway is a 
padlocked door. If you cant 
pick the lock, the key is on a 
key rack in the room next to 
the door. 

Kiki is in the locked room 

on the second floor, trapped inside a closet. You quickly learn 
she’s an ungrateful brat. 

Ignore her barbs, and free her from the closet to earn 4XR If 
you’ve successfully obfuscated or stealthed up to this point, 
expect to be attacked upon exiting the room with Kiki. Head 
straight downstairs and out the front door exit, don’t worry 
about Kiki, she keeps up, and it isn’t possible for the Tong to 
kill her. 

Once you’ve exited the Lotus Blossom, head back to Wong 
Ho to get the information about Barabus. 



Chinatown 






















Locate the stairs up and tell 
Barry you have permission 
from Ricky to see Johnny 
Proceed up the stairs and 
into the office at the end 
of the second floor. With 
Obfuscate, simply pass 
through the club and walk up 
to the second floor. 



With both of these options 
you should get an XP 
Bonus for avoiding combat. 
However, you should note 
that the club becomes aware 
of your presence after the 
confrontation with Johnny, 
and you should get out of the 
club as quickly as possible. 



Combat 


This option is the most straightforward. There are many heavily armed Tong gang members in the club. Step in the door and 
equip your weapon of choice, and talk to the bouncer near the stairs to start the fighting. The Tongs are skilled fighters. In 
close combat they unsheathe knives and katanas, but at longer ranges they equip pistols, sub-machine guns, or shotguns. Keep 
in mind that they’re still 
human, and are completely 
susceptible to all of your 
vampiric Disciplines, and are 
soft against lethal damage 
like blades and bullets. 


Once you reach Johnny’s office, he has already been alerted to your presence. During a short 
conversation, another man appears on a big monitor on the wall. He tells Johnny to shoot. 
Johnny does and freaks out when the bullet doesn’t do much. 


After you kill Johnny, the man in the monitor introduces 
himself as the Mandarin. He invites you to come see him 
and Barabus in the Fu Syndicate building. This completes 
the quest, and you have no choice but to head over to the Fu 
Syndicate and meet up with this Mandarin character. 





^ Come Into My parlor 
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Be Prepared „ .»’> 



Stock up with powerful guns and ammunition 
before entering the Fu Syndicate building. ‘If you 
haven’t stopped by 
Tseng’s yet, do so 
before heading to 
Fu. The Level Four 
Heavy Leather armor 
is a must-purchase. 
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Enter the Fu Syndicate building and proceed into the 
conference room. The Mandarin appears again in the big 
monitor and asks you to step 
into the next room. He tells 
you Barabus is there waiting. 

You can resist for a while, but 
in the end you have no choice 
but to follow the Mandarin’s 
instructions. 



The Experiments 
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Once you enter the room the door behind you shuts and an elevator moves you up to the 
second floor. You must go through all the experiments to escape. However, you don’t need to 
comply with his wishes at each experiment. There is usually a safe way to avoid them. 


Experiment E Light 

The first experiment is to see if your flesh is burned by ultra bright UV lights. The lights are 
turned on, but with to no effect. After a moment, the Mandarin bids you to proceed to the next 
chamber and opens a passage. 


Experiments 2 : Beams 

This is a test of agility. There are burning lasers moving around the hallway. To avoid the lasers, 
just wait until they turn off and the run to a safe spot before the next active laser, continue 
until you make it to the other side. If you are having trouble getting through this experiment 
without taking damage, don’t worry about it. You have plenty of time to heal up between 
experiments 




Experiment 3: Blades^ _ 

The Mandarin intends to chop off limbs to see if they grow back. By now, you should know 
that is not an experience any vampire would like to go through. Instead of complying with his 
instructions, equip a shotgun or whichever gun you are carrying. Peek into the blade room; 
at the end of the room are barred hollows in the walls. In the darkness of these hollows are 
electrical panels which control each of the bladed contraptions. Carefully shoot out these panels 
to stop the blades from running. Don’t get pinned against the wall by one of these blades, as it 
most likely means your end. 

If you are a melee or Disciplines player with no firearms, solve this puzzle by punching the bars 
to get through to the electrical panels on the other side. After hammering through the bars, 
bang on the electrical panel to kill the blade devices, just don’t get trapped in the hollows! 























Experiment 4: The Cross 

Once all the blade swirling mechanisms have stopped, the 
Mandarin opens the passage to the next chamber. This 
experiment tests the famous myth that vampires can’t stand the 
sight of a cross. In the chamber is a trembling human holding 
up a cross. Kill him in any way you please, however, since he is 
wearing the bulky CDC outfit, you can’t feed on him. 

When the cross bearer is dead, the Mandarin sends in a 
Special Forces squad armed with shotguns. These guys are 
pretty tough, and probably the toughest human enemies encountered to this point in the game. However, there are only four of 
them, and despite their Riot Gear armor, they are completely susceptible to Disciplines. Take them out using standard strategies, 
but be wary of the razorwire that lines the interior wall of this chamber. 



Experiment 5 : Electricity 

The Mandarin wants to see if Kindred’s reaction to electricity 
is that same as to fire. The floor is flooded except for four 
round metal plates sticking up. Electric current shoots from 
the ceiling to the plates which lead it into the water. 

Jump from plate to plate, avoiding the water. Jump on to 
the ledge of the next passage and shoot at the generators 
protruding from the ceiling. The shotgun is the best weapon 
to use to take out these things. If you don’t have a shotgun or 
mer. Once they have been destroyed, you move onto the final 


Experiment 6 : Eire 

Before entering this room the Mandarin tells you he knows that Kindred are vulnerable to fire. He also explains that with the 
experiment he intends to learn just how much you can take before dying. 



Inside the room are four small, fire-spitting 
gas tanks. Shoot at the tanks by the security 
glass. The tanks explode, breaking the glass and 
killing some scientists. Don’t stand in the room 
when you blow up these things, otherwise you 
take a massive amount of aggravated damage. 
Two heavily armed guards are still standing 
and shooting as soon as the smoke settles. 

Kill the two guards quickly and jump out of 
the chamber by jump-crouching through the 
window. 



The Escape^ 


Proceed through the unlocked door after the Mandarin. He’s waiting for you at the bottom of a staircase with a sub-machine gun. 























Go through the other door of the big storage room into the 
hallway. Fu Syndicate security is waiting there with guns ready. 
Kill the guards, pick up the key that drops, and enter the 
second door in the hallway. Hack into the computer or have 
Barabus hack in if your Hacking Feat is low. The computer has 
one option labeled “Unlock Doors.” Hack into that (password: 
Freedom) to unlock the door 
to the server room.. This 
dispatches more security 
guards into the area, take care 
of the guards and head to the 
now-opened room. 


At this point, Barabus thanks you and breaks through the 
last door. Two more security guards await you there. Take 
them out and exit the building. Once outside, go answer the 
payphone on the wall to the left. It is Gary, who provides 
information about the Ankaran Sarcophagus. He warns you 
that the Giovanni family is not to be underestimated. 


Affiliation 


Fu Labs 


Hit Points 


Special Powers 


None 


Weapons 


Braddock 


Recommended Combat Level 


RANGED ■ JVIE^E 
25 I 5 


UNARMED ■ DEFENSE ■ STAMINA* DEFENS^GAIN^TFEEDING 

3 I 6 I 4 I 14 


Strategy 


I he Mandarin, despite his vile mind, is just a normal human, feel free to tear into him with any Discipline; 
remember to make it painful! 


After killing the Mandarin, he leaves a Cell Door Key on the 
floor after expiring. 

Use the key to open the cell in the end of the large room. 
Inside is the furious Barabus. Barabus wont leave until the 
information about the Kindred has been wiped from the Fu 
Syndicate’s database. Volunteer to hack the computers yourself 
if you have a Hack Feat of six or higher. 


This is the database of the Fu Syndicate. Either you or 
Barabus hack in and delete their experiment information. Run 
the “Species X Data” command on the database computer. The 
password to get in is Autopsy. Now, run the purge command 
to delete all the info the Fu Labs has gathered on Vampires. 

If you can lockpick a level ten door, head back to the locked 
room at the end of the hallway next to the room that 
contained the computer used to unlock the database room’s 
doors. Inside is a computer which you can use to check the 
Mandarin’s e-mail (password: elimination). Note who’s been 
e-mailing the Mandarin! This information should help you 
make the right decisions later in the game. There is also a 
research book called Bustin’ It: Harmful if Swallowed Hint 
Book on the desk behind the computer. Pick this book up to 
gain the Level five Melee Ability if you have at least a level 
nine Research Feat. 
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The Giovanni Stronghold has been added to the cab/sewer transportation map. The Giovanni are a powerful Italian family. 
They are having a gathering tonight to which no one is invited, save the members of the family and closest friends. This mission 
is a socialites dream, and you can use all your social skills to reap extra rewards from those 
inside the mansion and learn more about what is going on at the gathering. 

Take the cab to the Giovanni Stronghold. The cab drops you off on the front lawn. There 
are three ways to approach getting into the Stronghold Basement: Diplomacy, Stealth, and 
Combat. The basement holds the ultimate prize: The Ankaran Sarcophagus. 

Getting inside... 

Diplomacy _ 

Approach the couple in front of the big fountain. This isn’t the happiest couple in the world, and they’ll be perfect to con out of 
their invitations. If you play as male, you must get the husband’s invitation. If you play female, you must get the invitation off of 
the woman. 

There are several ways to get the invitations from the couple. You can either convince them to leave the party, in which case they 
drop their invitations, or convince them individually to hand over their invitation. Just don’t threaten them too hard, or they’ll 
attack you and blow your cover. 

If you have level 3 or higher Dominate or Dementation, use your Disciplines to extract the 

( invitation from either of them. For social feats, you need a level 6 or higher Persuade Feat to 
convince the husband to get his drunk wife out of there before she embarrasses them both. 

* Seduction and Intimidate won’t work in this instance. 

If you anger them, then they will not give up their invitations and you must proceed with either 
the Stealth or Combat options. Take the invitation to the front door guard and he lets you pass. 

' Stealth ___ 

Head to the back of the house where there is another entrance. One guard stands in front of 
the door, and another patrols a short distance away. Since these guys are considered “friendlies” 
you won’t be able to stealth kill them, however, you can still feed on them, which won’t alert 
the other guards, as long as you are not seen. 

First, wait until the patrolling guard has entered a darker area on the map. Crouch to enter 
stealth mode, and feed on him when his back is turned. Once he has been drained, the other 
| guard walks away from the doorway entrance. Get behind him and feed on him as well to clear 
the way. Now enter the rear door in crouched/stealth mode. 









































Combat 


If you choose this option, the guards inside the mansion wait with loaded guns. Take cover behind cars, and open fire on the 
guards in front of the mansion. Stay behind the cover until all the guards have been eliminated. All of the Giovanni guards 
outside are human and will become easy victims of your Disciplines. 


If you are a melee oriented character, bring the fight to 
the guards in the back, as this prevents you from being 
overwhelmed by several guards at once. Just pick them off as 
they run to confront you from the front of the mansion. Once 
you have disposed of the guards, head in through the rear 
entrance. 

Once inside... 



Di^lomacy^ _ 

There are four people to talk to here, three vying for a special recognition called “The Kiss” from within the Giovanni family. If 
you use your social skills to turn these three on each other, you can get bonus XP out of the deal, and find out more about how 
the Giovanni family operates to boot. 



The three family members to talk to are Christopher, Adam, and Mira. A Persuasion Feat of nine or higher is required to get the 
dirt on each of them. Talk to each until they reveal a secret that could destroy their chances at immortality. Mira is HIV positive, 
Adam is flat broke, and Christopher is an illegitimate child, not really a member of the Giovanni family. Once you have dirt on 
two of the members, head to the third one to get some XP and special rewards. Mira gives you $100 and 1 XP for each secret 
you tell her. You also get 1 bonus XP for completing the quest. Adam provides 3 XP for turning in the other twos secrets, but 
instead of cash, you get a Gold Ring and a Fancy Watch. Christopher doesn’t give you any special rewards, but like the other 
two you get 3 XP total for turning in his opponents’ secrets. 


Before leaving, listen in on the meeting going on behind closed doors for some insight into why the Giovanni tried to steal the 
Sarcophagus. 


When you are ready to leave the party, 
and proceed down to the sarcophagus, 
there is a woman in a white dress off to 
the right side. Her name is Nadia. Use 
level eight Persuasion or Level Three 
Dominate (Ventrue) to convince her 
that you already know of the family’s 
secrets and to show you to the family 
catacombs. She takes you into the library 
and pulls on a secret lever which opens a 
secret passage. Follow her down there to 
the crypts. 






































Stealth 


If you managed to get into the rear entrance without alerting 
any of the guards, you should find the place relatively 
unprotected. Head past the pool and activate a section of the 
far wall to reveal a secret passage. Head through this secret 
hallway and exit out the laundromat. In the next section, head 
left into another hallway. At the end of the hall is another 
secret door. Head through this secret passage way and look 
through the one-way glass to see the party going on in the 
main ball room. 




At this point you can either rejoin the party if you think your social feats are high enough to gain some extra XP or continue 
with the stealth path. If you do decide to join, refer to the previous Diplomacy section. 


Once exiting the far side of the secret 
hallway, cross the ballroom entrance 
to enter another secret door directly 
opposite. At the end of this last secret 
hallway is a door that gives you access 
to the library. This is the room which 
allows you to access the catacombs 
below. 


Carefully enter the library. Look through the one-way glass to check on the patrolling guard. Enter the room and sneak over to 
the far book case passage to exit the level. On the way, pick up the Dodge II book sitting on the desk. This book trains you in 
level five of the Dodge ability if you have a Research feat of eight or higher. 

Feed on the final guard leaning in the hallway. The corridor is so dark you can get right up to the guard without alerting him. 
Proceed down the corridor to exit the level. 




Combat 


Once in the mansion, a horde of Giovanni troops appears. Luckily, the hallways and rooms are fairly small, so most of the time 
you won’t find yourself confronted by more than two or three at a time. The goal, once you have entered the mansion, is make 
head to the front of the mansion towards the ballroom. Once in the threshold to the outside, look in the entranceway just before 
the ball room. Use the Jamie Sue (if you are ranged-based) to pick off the Giovanni patrolling the room. If you’re melee-based 
and have a ranged discipline to attack with, use that to weed out the room. Once you enter the room, Bruno busts through the 
door from the room straight across from where you’re standing. 






















Melee Strategy 


Immediately after Bruno bursts into the room, back up into a corridor. Draw the Giovanni slowly out of the room, 
then take them on one bv one in the hallway beyond. The biggest threat is Bruno, who is a vampire with many hit 
points, active Celerity, and an extremely damaging .44 Revolver. The damage from the .44 Revolver is major, so 
avoid taking damage from it whenever possible. 

If Bruno attacks you, at worst, you must trade hits with him. If you can’t get to him because thugs are in the way, 
make a strategic withdrawal back far enough to separate the thugs from Bruno. 

If you start taking too much damage, retreat all the way back to the pool area and heal up. Once you feel ready once 
again for battle, head back towards the front of the mansion. 

Ranged Strategy _ 

Use a similar strategy to the one described previously, with the difference being keeping enemies at the fringe of 
your gun’s range. You must watch out for Bruno’s .44 Revolver attacks, and the times he uses Celerity to get right 
up next to you if you are not careful. Use the various rooms, passageways, and doorways as natural cover from the 


After everybody is dead, go through the door in the middle of the 
ballroom to the right. When you walk into this room, look for a 
thug standing in a secret passageway to the left. Kill the thug and 
head down the corridor to the next level. 


Giovanni Stronghold : Crypts 





The first room is an embalming area. In the far corner is the Giovanni Book for Pisha in 
Downtown LA. Grab the book, then either use the operating table or pick the lock of the door 
to descend to the Crypts. 

Zombies appear on this next floor. Shoot them in the head if you have a gun, or use your best 
melee weapon. If a Zombie manages to get too close, it may try to eat your brains! If the Brain 
Meter comes up, hit Mousel rapidly to escape from the Zombie’s clutches. Whatever you do, 
never, ever feed on a zombie! 


While you are down here, head to the last catacomb area on the right, and pick up the 
Saulocept Occult item sitting on the ground. Saulocept is a must-have item for all players. It provides an extra experience point 
every time you are rewarded three or more XP from a quest action. 

























After killing around eight or 
Zombies, head to the locked door 
at the end of the passageway. A 
Zombie bursts through allowing 
you to enter the next area of the 
crypts. 


Giovanni Crypts 1 Map 


Pull the torch lever on the wall straight 
ahead to cover the Zombie pits on both 
sides with metal guards. Head down the 
right path, sticking as close to the wall as 
you can as you run over these grates to 
avoid falling into the pits. Once you’ve 
reached the end you find large automatic 
doors, follow these around until you 
reach the middle area of the map. 




Giovanni Stronghold: 

The_ Chang Brow ers __ 

Upon entering this last Giovanni area, you are confronted by 
two Kuei-Jin known as the Chang Brothers. 



Once you reach the middle area, head 
left around until you see a door on the 
right. Enter the door, kill the zombies 
inside, and exit through door to the final 
level. 
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Chinatown 















Affiliation: 


Hit Points: 


Special Powers (Claw) 


Energy Attacks 


Weapons 

Recommended Combat Level 


Claws 


RANGED 


MELEE 


UNARMED 


DEFENSE 


STAMINA 


DEFENSE AGAINST FEEDING 


1 RANGED 1 

1 > MELEeJ 

1 UNARMED | 

IdefenseI 

1 STAMINA j 

I DEFENSE AGAINST FEEDING 1 

1 | 

| 3 | 

1 j 


3 

1_ X 



Affiliation: 
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Kuei-Jin 


Hit Points: 

• I 
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Special Powers (Sword) 
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Weapons 


Swords 



siren 

lililll 




Melee Strategy 


Melee players have it tougher in this battle. Begin by focusing all attacks on the Claw 
Chang Brother. He does aggravated damage, and is the more serious threat. Also, taking 
out one brother first makes taking out the second one much easier. Use the Katana or 
Bush Hook and attack while holding the back movement key to get in some cheap shots 
while the enemy is on the ground. 

Don’t forget to use Disciplines, especially any debuff powers. Use blood packs when vou need 
them since you’re able to head back to the stores to stock up immediately after this battle. 


Ranged Strategy 


The Changs move too quickly to use any kind of scoped weapon, so go wtih short-range weapons. Get up close and 
unload with fully automatic weapons. The Changs don’t really have many hit points, so it won’t be long before they 
fall. The Jaegerspas is the ideal weapon to use against the Changs, hut the Braddock, McLusky, Killmatic and .44 
Revolver are also effective. Focus on taking out the Claw Chang Brother first as he is the greater threat. 

f 'l When the Chang Brothers are both alive, they can work 

together to do an Area Effect energy explosion from 
' - the center of the map. If you see them preparing to do 

_ . $ this, run to one of the near bv tunnels and wait for them 

to finish the attack before coming hack out to engage 
W them. Once you have killed one Chang Brother, the 

remaining one teleports away to the upper area and cast 
down fireballs. These are easy to dodge so long as you 

know where to look. As soon as the Chang teleports, look up along the edge on the top and keep your eyes open for 
the fireball on its wav down. 



















Back In Ventrue Tower 


Prince LaCroix is pleased with your success with the 
Sarcophagus. The Prince brushes off your accusations about a 
deal with the Kuei-Jin. He gives you yet another quest, to find 
a way to open the Ankaran Sarcophagus and not to return 
until you do. 





Side Quests 1 Chinatouin 


Eye Gouge Heii 



for this quest to be available you must finish the 
Kikinapped main quest. Mr. Ox, the store keeper of the 
White Cloud store, sells strange things. He tells you a 
rather odd story about a man named Lin. Mr. Ox wants 
you to obtain and deliver his eyes to him. 


Lin is in a cooler at the back of the Chiki Mei-Mei 
Ramen. The Chiki Mei-Mei is across the street from 
the White Cloud. Enter it from behind. There are two 
guards in the room. With a Sneaking Feat, Stealth Kill 
the first and feast on the other. Otherwise, kill them 
both in anv which way suits you best. 

The cooler is unlocked and Lin is on the floor. Grab 
his eyes and take them back to Mr. Ox. 


Bad Luck Farmer 
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GoneFishin’ 


After delivering the eyes, Mr. Ox offers another quest. 
One of his costumers has bought a Had Luck Talisman. 
The talisman must be placed on a man named Shu 
to trigger its effects. Shu is in the steam room in the 
basement of the Lotus Blossom. The talisman needs to 
be placed in his locker.The locker has been marked with 
a black circle. The best way to approach the locker is to 
use the backdoor of the Lotus Blossom. Go through the 
backdoor and into the next room. Shu’s locker is here. 


As soon as the Talisman is placed, Shu enters the room 
behind you. I le catches you going through his belongings. 
Shu angers you, and you find yourself f renzied and 
attacking him. If you have Dementia, you can avoid 
killing Shu, hut it doesn’t make much of a difference. 


Once he’s dead, go back to Mr. Ox and tell him what 
happened. It turns out the crazy old man was planning 
that to happen along! 
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A young warrior named Yukie works at the Chiki Mei- 
Mei. When you talk to her, she instantly recognizes you 
as Kindred. Continue the conversation to learn she is Shi, 
Demon I lunter. She’s not in the area to hunt vampires, 
but a monster called I lengeyokai. Offer to help the girl. 
She does not know exactly where to look but is certain 
that the monster is in Chinatown somewhere. 


—r k 


Go see Ming Xiao who has knowledge of those who 
pass through her domain. She admits a Hengeyokai by 
the name of Zygaena is there and that she permitted 
it to do business in her domain. She directs you to the 
Red Dragon where Zygaena conducts its business. 

At the Red Dragon lounge, you meet a young man 
who claims to be Zygaena’s employee. Convince him 
to tell Zygaena to meet you and Yukie at the Golden 

< Ocean’ Fish Market. No matter what you do, he eventually agrees to the meeting, out of curiosity if nothing else. 

Pick up Yukie at the Ramen Shop and head to the Golden Ocean’s Fish Market where the employee is revealed as 
f the Hengeyokai. ‘ 

































Melee Strategy 


The Hengoyakai is a fun and challenging battle for melee players. First, lure the Hengoyakai away from attacking 
Yukie. You want the Hengoyakai to focus on charging after you. 

Once you have the man-shark attacking and chasing you, lure him towards the large metal liquid nitrogen 
containers located around the fish market. Attack one of these containers when the Hengoyakai is near, and it 
freezes him in place. Immediately start hammering on him with your weapon of choice. The Katana is the best bet, 
but the Bush Hook, Fire Axe, and Sledge all work well. Repeat this process until the creature falls. 

Ranged Strategy 

Ranged strategy is simple, pick a long-range weapon, r- . _ 

then let Yukie take the brunt of the damage from the V , * 1 

creature. Meanwhile, unload your weapons into its back * r 

until it falls. If you want to keep Yukie alive, you should * m 1* •* s , 

move in close so that you take some of the damage. ~ i||B^ 

After the battle, if she survives, Yukie thanks you and 

asks you to avoid performing any evil acts in the future ** 

so she doesn’t need to come after you. Before you leave, S ^ ^ ® — 

search the back of the warehouse for a Money Clip with S200. 

The Hitman Impasse 


ax XP earned from Quest 


6XP 


oolthe Hitmen into becoming frie nds 6 XP 


+2 Humanity Points 


mm 


inish off one of the Hitman 


4XP 


$ 100-$1000 


-1 Humanity Point 


The Kikinapped quest must be finished for this quest to be accessible. On the sidewalk 
next to the Kamikaze Zen is an old fortune teller named Ji Wen Ja. Converse with the 
old man to learn that his last job was done with a friend, Lu Fang. The job was a high 
profile hit and the money earned for it was stored in a safety box. Each of them has one 
of the two keys required to open the safety box. However, their friendship didn’t last 
long and they never collected the money. Ji Wen Ja offers you ten percent of the profit if 
you go to the Red Dragon lounge, kill Lu Fang, and bring back his key. 


Affiliation 


Independent Contractor 


Hit Points 


Special Powers 


Super-Strength, 
High Hitpoints 


Weap 


Claws, Frozen Fish 
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Confront Lu Feng at the Red Dragon lounge about the key. He provides an entirely 
different story. He counters Ji Wan Ja’s offer with twenty percent of the profits. There 
are two ways to settle this dispute: Reconciliation or by killing either of the two. 



Reconciliation 


Killing by the Numbers 


Killing Lu Fang and fi Wen fa 


Convince either of the old men that they’re better forgetting about 
the past and re-kindling their friendship. 


You learn quickly that both of the old men want the other dead. 

They seem to be ready to give up quite a bit of their money to see this 
through. Keep going back and forth between the two until one of 
them offers eighty percent of the profit. Choose which old man you 
want to kill and go to work. Finishing the quest this way awards 4 XP 
and $1,000, but no Humanity point. 


Lu Fang is an easier victim. He uses the Red Dragon lounge 
bathroom often. Surprise him in there and kill him quietly by feeding 
on him. 

Ji Wen Ja is a bit harder target. He’s out on the street in the open. If you’re 
seen killing him, police will be dispatched. Sneak up behind him and wait 
until there’s no one in front of him. Feed on him to kill him quickly and 
quietly (vou can’t stealth kill him because he is still a “friendly’’ NPC. He 
drops the key. Return it to Lu Feng to get the reward. 


After either man offers fifty percent for the death of the other, tell 
them how stupid it is that you’re getting all the money. They will 
snap out of their thoughts of revenge and reconcile out of hatred of 
the idea of getting ripped off by you. If you choose to finish the quest 
this way, you get 6 XP and a Humanity point. You also get a bonus 
Humanity point by talking to the opposite Hitman after completing 
the quest in this way. 
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1 Can't you reconcile? Vou used to be friends and you have so tnurh 
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In these last missions, the tensions 
between each sect come to a boil as 
the agendas of LaCroLx, the Anarchs, 
the Camarilla, Sabbat, Kuei Jin, and 
The Society of Leopold all revolve 
around the retrieval of the Ankaran 
Sarcophagus. 






Beckett examines the Ankaran 
Sarcophagus and learns that it’s locked 
and can’t be opened without a key. Prince 
LaCroix is disappointed by the news. He 
demands you find a key or any solution 
to the problem. Beckett explains that 
only one man knows what the key to the 
Sarcophagus is. That is the man who 




J frSociETY For The preservation of Professors 


2XP 




2XP 


It turns out that Johannsen has been kidnapped by the Society 
of Leopold. The Society of Leopold is a secret organization 
of vampire hunters. They are using an old mission outside of 
Malibu as their current headquarters. Go there, infiltrate their 
fortress, rid the Kindred of these pests, and find Johannsen. 



The Society of Leopold 

The Inquisition exists today, though no official 
church records speak of it. The Inquisition of the 
modern world is known as the Society of Leopold. 

Many of its members are researchers and occultists, 
hut some are fanatic vampire hunters who 
mercilessly root out and destroy what they view as 
the spawn of Satan. 

Most Inquisitors are fanatics, hut are poorly 
educated and trained, so they seldom pose any real 
threat. Likewise, most Inquisitors are mere mortals, 
with none of the supernatural powers attributed to 
saints. A few Inquisitors, though, actually manifest 
sufficient Faith to repel or even wound Kindred 
with their holy auras. 

135 


End Game 






















































































The key to the basement door is on the second floor and guarded by a half-dozen hunters. Ascend the staircase to the second 
floor, and slaughter the hunters found there. The Society of Leopold Interior Key is in the room across from the staircase 
entrance. On the table just to left of the key is the Vampyr Apocrypha book. This book provides some background on the 
Sarcophagus. At the back of the second floor room, there’s a Research book called Art of the Quick-Draw. This book gives yo^ 
level 5 Firearms if you already are at level 4 and have a Level 10 Research feat. 

Before heading to the basement, check out the room on the first floor guarded by two laser beams in the doorway and pick up 
Bullpup Rifle and 12-Gauge ammo contained within. 

Once you have gained access to the mission basement, head 
downstairs. There are two hunters down there. Once you have 
taken them out you need to find the movable barrel in the far 
corner of the room. The barrel in question is the second to the 
left on the bottom row against the far wall. Grab the barrel to 
reveal an entrance to the caverns beneath. 



Society of Leopold IL The Tunnels 


The tunnels are an underground network of caves under the mission, 
guarded by more hunters. These are the same hunters encountered 
in the two earlier areas. They aren’t tough in small groups, but can 
overwhelm you with gunfire. Ranged combatants should use long- 
ranged weapons like the pistols, Jamie Sue, and the Aug. Melee 
players should use disciplines to pull enemies from the main areas so 
they don’t have to fight more than a few at a time. There is a fork in 
the middle of the tunnels. Go straight to find a few guards and some 
jail cells. 

You may find Ash (Isaac’s Childe from Hollywood) imprisoned here. 
You don’t get any kind of monetary or XP reward for rescuing Ash, 
but you do get a warm feeling for saving another Kindred! 
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Go back and to the left at the fork in 
the tunnels. This path leads to a large 
opening with a lake in the middle. 
Sneak past, or kill the security in the 
area. Look for the boat by the pier on 
the lake. You don’t need it now, but 
it does come into play later. Proceed 
through the opening and through the 
door at the end. If you need some help 
killing the enemies in this area, shoot 
the crates full of rockets to do extra 

damage. If you’re short on Shotgun ammo, look through the many ammo crates scattered around this main cavern. 


Beyond the door is a large chamber at the end of the tunnels. Open this door to reach the final Leopold boss, Grunfeld Bach! 















Affiliation 


Society of Leopold 


Hit Points 


Special Powers 


Bach is not Supernatural, however 
he has access to some Holy Powers, 
including Holy Aura and Teleportation 


Jamie Sue, Katana 


Recommended Combat Level 


DEFENSE AGAINST FEEDING 


Melee Strategy 


I hose who want to take on Bach with melee weapons shouldn’t have much of a challenge so lor 
Melee or Unarmed feat of eight or higher. Bach’s powers allow him to quickly teleport around tl 
where you confront him, which means you must quickly locate him after each teleport to stop hi 
shots with his Sniper Rifle. Each time he moves, rush to Bach’s position as quickly as possible. / 
three hits, Bach blinds you with holy light and teleports somewhere else on the map. Just keep tl 
many obstacles on the training course as cover from the rifle. 

Ranged Strategy 

Ranged players should stick to a battle of long-ranged weapons. Ifyou have a high enough Ran] 
scoped Jamie Sue accurately, then that’s your weapon of choice. I fitting Bach with one Jamie Su 
tremendous amount of damage (about 1/5 of his health). After being hit with a high-damage ra 
activates a holy shield which protects him from incoming fire for a few seconds. Wait 5-10 secor 
you see this happen. 

Ifyou can’t hit him consistently with the Jamie Sue, try high-powered pistols and move in close 
some accurate shots on him. If he’s too hard to hit at the top of the staircase, run up to the stairc; 
few times with fists, which forces him to the training area. Use cover to shield your body and fire 
weapons are less effective but still useful against Bach. Read the Melee strategy to see how using 
weapons changes Bach’s behavior. 


I RANGED I 

MELEE 

1 UNARMED 

1 DEFENSE 1 

stamina! 

i _i 

4 

L. 

j 1 

_1 




S 

^ • 



* r 


A A H 

' j fa 

f ' 



A 





_r 


Once Bach is dealt with, 

I ascend the stairs at the end 
i of the chamber. At the top 
is a door to the bunker. Go 
through the door to find 
Johannsen. Once he realises 
that you’re not one of the 
hunters, he begs you to rescue 
him. 



If your humanity is above 
five, you can offer to 
save him in exchange for 
information. If it’s below 
five, you must get the info 
you need. Once you’ve 
learned everything you can, 
it’s time to leave. 



































As you move through the Hotel, enemies burst out of the walls 
to attack. The first floor is straightforward, but there are two 
items to grab, especially if you are a melee player. The first item 
is a flamethrower. After entering the Hallowbrook, kill the 
hooded ghoul and low-level Protean Sabbat in the first main 
room. Move forward, and turn right down a long, rubble filled 
hallway. There is a small fire in the first room on the left. Just 
down the hall from this large room are two smaller rooms; the 
second room on the left has a Flamethrower sitting on the floor. 
Further down this same hall, a Potence-using Sabbat bursts 
through a doorway. Within this room is the fabled Tal’mahe’Ra 
Blade which is the best melee weapon in the game. 


Drop down to the second floor after fighting the big, fat claw 
monster encountered previously in the Warrens. The second 
floor is another series of Sabbat ghouls and Vampires, just 
move through the floor until you find the section of floor to 
drop through. 


Lasombra gunmen confront you on the third floor. They 
teleport after you attack them a few times, but this shouldn’t 
pose too much of a threat. Focus on taking them out while 
using the rubble in the room as cover. 


After dealing with the Lasombra, proceed through the rest of 
the third floor. Kill the Vampires with your weapons of choice 
and use the ghouls to refuel. If you’re having trouble feeding 
on the ghouls because of low strength, use a Blood Buff or 
stealth to get an edge on the 
Aggressive Feeding checks. 

There are several tough 
ambushes to fight through to 
get through the floor. At the 
end, drop down the elevator 
shaft to proceed to the 
fourth, and final floor. 


Heathers End 

If you haven’t dismissed Heather Poe from your 
apartment before heading to the Hollowbrook, 
you’ll see a cinematic of her death when you enter 
the room. 


Take out all the Sabbat and proceed to the next room. Tremere 
Antitribu confronts you here. This mage controls phantasmal 
fire and he has two ghoul minions firing down on you from 
either side. He has a shield up in front of him, so you must 
attack him from an angle. The only way to do this is to charge 
up the steps through the fire, which could drain about a third 
of your health in Aggravated damage. If you can’t afford to take 
the damage, take cover behind some rubble (watch out for the 
exploding fire barrels), and wait until the fire moves away from 
the stairs. Once you get to the top of the steps, heal yourself 
by feeding on one of the ghouls from the balcony. After you 
get back to full health, move in to attack the Tremere at point- 
blank range. After defeating the mage, proceed through the 
rest of the floor until you find the level exit. 



















Affiliation 


Sabbat 


Hit Points 


Special Powers 


Knockback, Area Effect Energy 
Attack, and Ability to jump into 
Blood Pool (to Hide from damage) 


Weapons 


Claws 


Recommended Combat Level 
for Battle 


N/A 
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Melee & Ranged Strategy 


For both melee and ranged players, the strategy here is simple: use the flamethrower. Attack Warform Tzimisce in 
short hursts with the flamethrower, and he lights up quickly. It won’t he long before he goes down. Ifyou run out 
of flamethrower propellant, use your best weapon to remove the rest of his health. The flamethrower is usable no 

matter what your ranged feat level is at, so no __ ____ ( 

matter what kind of character you’ve built, it s _ j _ 

the right choice for this battle. The flamethrower r 
runs out of propellant quickly, which is why it’s 

important to use quick bursts to get the most out ^ l 

of it. Never hold down the attack button for more / ) 

than a second while firing the flamethrower. 


After killing Andrei for a second time and final time, head back out the way you 
came in to be teleported outside of the hotel. 

Once you hit the street, Ming Xiao approaches you and strikes up a 
conversation. She provides an explanation about her alliance with LaCroix and 
reveals her deception concerning Nines Rodriguez. You can decide to believe her 
or you can ignore her. If you believe her, the “Kuei-Jin” ending choice becomes 
available. 


^|The Enemy of my Enemy 


lax XP earned from Quest 
r ind out where N ines is hiding 
Pall^oNines 
iKUTWerewolfifOptional) 
Escape Griffith Park 


12 XP 


2XP 


2XP 

4XP 

4XP 































Melee csf Ranged Strategy 

I lie Werewolf is invulnerable to all normal weapons, attacks, and Disciplines. You have two options with the 
werewolf: either run around the park for the full four minutes, dodging his attacks, or earn bonus XP and kill the 
werewolf by outsmarting it. 

1 o kill the werewolf, you must use the observatory gates to crush it. There 
are a few steps to this process. Outside of the main observatory building is a 
small shack with a power-switch on it. Run over to this shack, either bv cutting 
through the observatory building, or through a whole in the chain link fence 
outside, and hit this switch. 


LaCroix is delighted upon hearing of the destruction of the 
Sabbat and their hideout and is eager to be rid of what he 
perceives as his last obstacle to opening the sarcophagus, the 
Kuei-Jin. LaCroix asks you to go straight to The Last Round 
and offer the alliance to the Anarchs. 

On the way to the Last Round, Beckett stops you on the street 
and warns you that under no circumstances should you open 
the sarcophagus. At The Last Round speak with Damsel. As 
usual, she’s upset, but even if you’re rude, she eventually tells 
you that Nines is hiding out at Griffith Park. Take the cab 
or sewers to the park and take the gondola up the mountain. 
Nines greets you at the end of the gondola ride, and is 
skeptical of LaCroix’s sudden change of heart. 


Midway through the conversation, the woods go up in flames. Nines panics and explains 
that this part of the woods is a werewolf area. He thinks someone started the fire to lure 
the werewolves to your location. Your gondola goes down the mountain empty, and another 
gondola won’t arrive for four minutes. Nines suggests hiding in a building nearby, but is 
suddenly removed from the scene by an unwelcome intruder. 
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Hit Points 
Special Powers 

Weapons 


Affiliation 


Werewolves 


INVULNERABLE 


Extremely Strong, Invincible 
to normal weapons 

































































This activates the power in the observatory room. You know you are in the right room because it is well-lit and 
there is a power switch at the top of a small set of stairs. 



I lit the switch to open the Observatory gates to the outside. Once the doors are 
open, head outside. Your goal is to lure the Werewolf through these doors. This 
may take some maneuvering as sometimes the Werewolf catches on to what vouYe 
trying and resists going through the doors. Once the werewolf starts through the 
doors, quickly turn around and hit the switch inside the Observatory to close the 
doors on it. The doors crush the werewolf, and you’re awarded 4XP. 


Head back to the gondola 
and take it back down to the 
parking lot. At the base of the 
mountain, Jack waits in a car 
to take you out of the area. 


■Bloodhunt 



lax XP earned from Quest 
lake it to Cab 


Jack takes you back to the Haven and tells you that LaCroix has 
set a Bloodhunt on you. He has declared to the Camarilla that 
you have allied with the Kuei- 
jin, and completely double- 
crossed you. The streets of 
Santa Monica are filled with 
vampires of all sects and clans 
trying to kill you. 

Jack knows a driver who can 
get you out of town. Get to 
the Junkyard at the other end 
of Santa Monica. The taxi 
cab waits for you there. 


8XP 


8XP 



j 



'If you are playing as'a Malkavian, expect tb have an 
interesting conversation with the television before 
leaving the hub! 

































The streets of Santa Monica are filled vampires, all of whom 
desperately want to kill you. Unfortunately, access to the 
sewers has been closed. All alleyways have been closed. The 
Santa Monica Hub has been turned into a war zone! The only 
way to the junkyard is through the parking lot. The junkyard 
is next to the old tanks where Bertram dwells. Once you get 
to the cab, you have survived the Bloodhunt and are ready to 
exact revenge on Ming-Xiao and the Prince. However, it’s up 
to you to decide who’s to blame for your situation. 

.€^ |A Mysterious Cab Driver 



This cab ride is not like any other. You do not select a 
destination from the cab map. Instead you have a conversation 
with the driver as he drives you along the highway. You must 
decide which side to take in the ongoing war. Your choices 
here determine which ending you may receive. Your previous 
actions in the game determine which endings are available to 
you. 

If you were a jerk to LaCroix, resisted his quests, and didn’t 
follow his instructions well—you can easily determine this by 
whether or not he gave you the Downtown Haven or not— 
then you won’t be able to side with him in the end. 

If you were kind to Ming Xiao at the end of the Hell At the 
Hotel Hollowbrook quest, and polite upon meeting her for the 
first time in Chinatown, you will have the option to side with 
the Keui-jin. 

If you have made allies with the Anarch by solving the 
Plaguebearer and Attention Whore quests, than siding with 
the Anarchs is another option that appears here. 


If you didn’t betray Strauss to Isaac during the Gargoyle 
quest, and talked to the Regent upon arrival in Downtown 
(remember that note in your Haven at the start of the game?), 
you get an option to side with the Camarilla in the conflict. 

Finally, all players, regardless of their actions, have access to 
the Lone Wolf” ending. You decide that you don’t like anyone 
and just want to head out on your own. 

After making a decision and meeting with the appropriate 
allies, the cab driver drops you off to see Trip, Mercurio, or 
Vandal to stock up on Blood 
and Ammo. If you are a 
melee player, buy Elder 
Vitae from Vandal before 
proceeding. You can also 
stop by the Haven if you’d 
like to grab something you 
may have stored there. 



j ^KlLL MING-XIAO _ 

^laxXPcarnedfrom Quest 10XP 

10 XP 


Unless you decided to side with the Kuei-Jin, you must kill 
Ming Xiao. The cab driver takes you to the Golden Temple. 
Stealth can be maintained through the temple with a high 
Sneaking Feat or Obfuscate. 



There are legions of Kuei-Jin guarding the temple. They fight 
with swords, knives, and crossbows. Use extreme caution or 
extreme violence to get through the temple. Use Stealth Kills 
to deliver instant death to enemies whenever possible. 

At the entrance to the temple are locked chests with 
ammunition. This is no measly box of 12-Gauge that you’d 
normally find, but instead an almost complete selection of 
ammo for all the firearms in the game. A Lock pick rating of 
5 opens the chests. This is a 
must-grab for ranged players 
as ammo and the money to 
buy it is likely running thin 
at this point. If you don’t 
have any points put into 
Lockpick, use Blood Buff to 
get into these chests. 
























Once inside the temple, 
proceed down the staircases 
at the far end. This takes you 
to the Ming Xiao followers 
living area. Kill Ming Xiao’s 
men on the first floor until you 
find a big waterwheel. Before 
dropping down a level, raid 
the barracks and empty the 
ammo chests. Next, go down 
by the waterwheel and dispose 
of any enemy in the area. 
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Get to the bolted door and push the wooden plank out of the way(this takes some 
delicate positioning). Proceed through the door and down the hallway to the left. Follow 
that hallway all the way to a T-intersection. Go 
to the right and be careful. There are guards 
hiding in the walls. Go to the left and enter the 
Dark Shrine room. On either side of the Buddha 
are floor plates. Push the ornamental vases onto 
those plates and the Buddha slides back revealing 
a secret staircase. Descend the stairs and to the 
next level of the temple. 

This third dungeon level of the temple is one 
big puzzle. The center room contains four 
pedestals. Each pedestal has a differently 
carved base. Stored around this dungeon are 
items sitting on pedestals. Each pedestal has 
a different carving. You must take these jade 
statues off their guarded pedestals and match 
the pattern to the appropriate stand in the 
center room. 




In the hallways, expect to encounter numerous enemies armed with swords, knives 
and crossbows. There are also traps to avoid. There are pressure plate traps in each of 
the corridors preceding the rooms that contain the statues. To avoid these traps, pass 
through these corridors crouched, or follow the steps below to disable them. 


If you have a Lock picking Feat of 8, head to the left of the 
Hub from the entrance. Take another left and go through the 
secret door located on the wall here (just use the wall, there is 
no use icon here). Inside the secret room is a lever. This lever 
turns off all the traps in the dungeon. That’s one less thing to 
worry about. 
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Ming Xiao expresses disappointment in your intentions, then 
swears your quest ends here. She then reveals her true form. 


hxpect to have a difficult time with Ming-Xiao; her strength is close-up combat. The only way to make this battle 
easy is to come into it with four Elder Vitae packs. If you have fewer, you must stick and dodge throughout the 
battle, hut you should still be able to come out the victor with a patience and the following strategy. 

Ming-Xiao has an imposing amount of hit points, and relatively high Soak feats. Even the TaTmahe’Ra Blade 
doesn’t do much damage against her. The best weapon is to use against her is the Bush Hook. The Bush Hook 
seems to do the most damage-per-second, and also makes it easy to knock off all of her tentacles at once due to its 
sweeping range. 

Use all the disciplines available to dehuff Ming, buff yourself, and do bonus damage. Keep using Disciplines while 
staying in melee range and attacking constantly. The best Disciplines to have are the ones that enhance the damage 
dealt with the Bush Hook. The best case scenario is that your blood points go down at the same rate as your hit 
points. When your health gets down to about 25%, quickly expend the rest of your Blood Points before using an 
Elder Vitae pack, or normal blood packs to restore health and blood. 

As you chop off her tentacles, they slowly turn into Ming-Xiao clones that attack you. You should completely 
ignore these clones. While you are using the Bush Hook, the tentacles come off too fast, and no matter how many 
little tentacles are running around, only one can turn into a bill size Ming. Chasing the tentacles around and killing 
them is pointless since they quickly regrow on Mings body. Ignore the clone and focus on the real Ming to take her 
out as quickly as possible. Hiking her down with melee is not a quick task, and you must have patience as you whittle 
down her hit points. 


The items must be placed in the correct order. See the 
screenshot that follows to see which statue should be put on 
which pedestal.’ 


After placing all of the items appropriately, a portal appears 
in the center of the room. If a portal does not appear, recheck 
your statue placement. Once you are ready for the hardest boss 
fight in the game, jump through the vortex to enter Ming- 
Xiao’s private chamber. 


Affiliation 
Hit Points 


Kuei-jin 


1200 


Special Powers 


Ability to grow Proxy versions of 
herself from dismembered tentacles 
Knockback, Snare Attack 


Weapons 


Tentacles 


* 


Recommended Combat Level 
for Battle 


RANGED 


MELEE 


UNARMED ■ DEFENSE 


STAMINA■ DE FENSE AGAINST FEEDIN G 
X 


Melee Strategy 
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Chunk 
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Before heading to the Ventrue tower, you have the opportunity 
to go shopping at Mercurio s, Trip’s and Vandal’s shops. This 
is the last chance to buy or sell, so only take along items you 
think are necessary for the final conflict. Stock up on blood 
and ammunition. If money is an issue, trade in all of the 
weapons you are carrying, except for the two or three you 
enjoy using, for blood packs. 


Unless you sided with LaCroix in the Taxi Ride, you storm 
Ventrue Tower, intending to take him out. As you enter the 
lobby of the tower, Chunk tells you that he’s been ordered to 
evict you on sight. With high Social Feats, convince Chunk 
to step down and out of the way. Kill the few security guards 
in the lobby and take the lift. If you prefer, stealth past these 
guards and activate the elevator without any killing. 

The lift stops on the way up and you must reach LaCroix 
on foot. Crawl out of the elevator and kill the first guard. 

Complete Stealth is possible 
to maintain as you progress 
through the Ventrue Tower 
if you’re careful. Go through 
the first office floor and kill 
the guards until you find the 
stairs to the next floor. 


Tower'lobby 


Ranged Strategy 


Killing Ming is no easy task, but it s much easier from a distance than 
ll P dose. Use your best guns (the McLusky, the Jaegerspas, and the 
Killmatic) and aim for the center of her body. Avoid knocking off her 
tentacles. If vou do, shoot the little tentacle before it turns into a full 
sized Ming clone. Don t foget to use Disciplines to give you an edge. 
Buffing your ranged combat with Auspex is a definite bonus in this fight. 
If you have a debuff like Presence or Mass Hallucinations, use it on Ming 
at the start of the fight. 

Do your best to keep your distance from Ming, and you shouldn’t 
be taking too much damage. Have extra blood packs to keep vour 
Disciplines going and your health up, if you start taking hits. 


Ming Xiao, she leaves 
behind the Ankaran 
Sarcophagus Key. Pick it 
up to conclude the quest and 
you’re teleported back into 
the taxi cab. 


idjuy cimmiaic 



































The Promenade is a small food court. Sneak from the 
entrance down past the tables to the door in the corner. This 
leads to the roof. If you fail at stealth, a SWAT team comes 
crashing through the top windows to hinder your progress. 
After you’ve handled the SWAT team, carefully jump on the 
pedestals that spiral up to the roof of the building and take on 
the rest of the SWAT hiding out up here. 

On the roof, look for a vertical yellow pipe. Crouch 
underneath the pipe, look up it, and climb it like a ladder, this 
leads to the next level. 

This part of the tower is under construction and is brighter 
than previous areas, making stealth more difficult. The path is 
linear, so proceed through each area either killing or avoiding 
the guards. At the end of this area is a SWAT member who 
has been dominated by LaCroix. He has explosives strapped 
to his body and attacks you after LaCroix uses him to 
taunt you. Kill him before he’s able to explode and he drops 

some Astrolite. Strap the 
explosives to the elevator and 
send it two floors up to kill 
all of the enemies. Summon 
the elevator back down and 
ride it up to the second floor. 
Find the elevator up to the 
next level. 






♦ *•**•» 

Tower Promenade 


# 


This is the Ventrue Offices area. To the right is a light switch. Hit it to darken 
the area. This area is infested with Ventrue. Unlike the SWAT members, these 
vampires are tough and resistant to most Disciplines. You can either stealth through 
this section or take them all on, but the path through the Ventrue Offices is 
straightforward. If you prefer sneaking, go to the left upon reaching the top of the 
stairs. Proceed through the door and into the office to the right. Hack the computer 
here (Level Ten Hack - password hitthelights). Follow the map to the meeting room 
and enter the elevator. The elevator leads to the ballroom and a fight against the 
Sheriff. 
























































After depleting the Sheriff s hit points to a certain point, he undergoes an amazing transformation and turns into the 
Chiropteran Behemoth. He picks you up, and moves the fight out onto the rooftop. 


Melee strategy 


The Sheriff is a major challenge for melee players, so extra blood packs definitely provide an edge in this battle. You 
shouldn’t need the packs for the next stage of the fight, so feel free to use them here. 

Use all your buff and debuff Disciplines. Maintain these throughout the fight as they seriously enhance the damage 
you do to Sheriff. 

The weapon to use in this battle is definitely the Katana or the Tal’mahe’Ra Blade. The Bush Hook is way too slow 
to use effectively. Use a stick and dodge strategy where you move in, get one or two hits, then quickly get out of the 
way. If he charges, jump over his sword attack and hit him while you are coming down. Stay off the staircases as this 
only causes the Sheriff to use an area effect attack, which is the last thing you need because it prevents you from 
getting close to him. If the Sheriff teleports, quickly turn 180 degrees and continue your attack on him. 


Ranged Strategy 


I he McClusky is the best gun for this battle. The large clip size, high damage, excellent mid-range accuracy, and 
high rate of fire give you a definite edge. Either engage him on the floor of the ballroom, or take the fight to the 
balcony and the stairs. 

If you are fighting Sheriff on the floor, attack him from medium j — <■ 1 B II . 1 — | 

distance. As he runs towards you, keep attacking while backing I 11 

away from him. When he teleports, immediately jump forward, 

turn 180 degrees and open fire while backpedaling. Following 

this strategy, it’s possible to kill the Sheriff without even getting 

hit, but it takes some quick reflexes and keyboard coordination. 

: 

If you decide to take the fight to the stairs and balcony, the 
Sheriff switches to a strategy of employing an area effect energy 
attack on the ground and above. The effect doesn’t do much 

damage, but it does knock you back. ^ I 


ml mn tt 


SIR *' 1 . 
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Affiliation 

Prince LaCroix’s Servant 

Hit Points 

1 520 

Special Powers » 

• 

Area Effect Sword Energy 
Attack, Knockback 

Weapons 

Giant Sword 

Recommended Combat Level ^ 
for Battle 

t 8 


MEHE^ ■ UNARMED 

I 


DEFENSE AGAINST FEEDING 


End Game 



















RANGED 


MELEE 


UNARMED 


STAMINA 


DEFENSE 


DEFENSE AGAINST FEEDING 


Affiliation 


— 


Hit Points 


Special Powers 


Flying, Snake Attack 
Swoop Attacks 


Weapons 


Claws 


Recommended Combat Level 


Melee Strategy 


The Behemoth poses an interesting challenge for melee players since he is a flying creature, and the nielee player 
can’t really hit him. If you have any ranged disciplines, or ranged skill at all, that is recommended for this fight. 

If your only option is melee, then you have two shots to take down the Behemoth. There are two spotlights sitting 
on the roof. Stand behind them and activate them. The Behemoth gets caught in these lights, become disoriented, 
and lands upside down on the ground. Pull out your best melee weapon, buff up, and attack him. Use Disciplines 
like Celerity or Potence to enhance the amount of damage you can do. After using both of the roof spotlights, finish 
off whatever hit points it has left with the guns the SWAT members on the roof are carrying. 

Watch out for the Warform vampires running around on the roof. Generally, you should ignore them as they just 
respawn if you kill them, hut if you feel overwhelmed, open up on them. 


Ranged Strategy 


Ranged players have it much easier. Keep moving along the roof, and keep an eye out for the Behemoth as it flies 
overhead. When you get a clear shot, open up on the Behemoth. If you’re having trouble getting him in your sights, 
use the lights strategy mentioned previously. When he is on the ground, open up into him with the killmatic for a 
quick and easv kill. 

CONGRATULATIONS! You’ve completed Bloodlines! 















































You want to see the Camarilla succeed, but LaCroix must be removed. The cab driver takes you 
to the Tremere Chantry. You tell Strauss your findings and he promises Camarilla support. For 
the Camarilla to regain power in Los Angeles, Ming Xiao and LaCroix must die. 


After killing Ming Xiao and defeating the mighty Sheriff 
you are teleported to LaCroix s office. After a bit of dialogue, 

Strauss explains how one object has threatened so much and how such an item shouldVe never 
come from the shadows. 


^Camarilla 


There are five possible endings to the game. The ending is determined by the choice you make in Taxi Ride. 


If you take the key, LaCroix falls limp on the floor and you 
insert the key. This is another explosive ending. 


I ^Anarchs 


You’re sick and tired of the Kindred politics. You just want 
LA to be an Anarch free state. The cab driver takes you to 
Hollywood where you find Nines in the Lucky Star Motel. 
He has beheaded the werewolf who caught him, but the fight 
has left him injured. Regardless, he’s glad to see you made 
the right choice. He explains that the Kuei-Jin and LaCroix 
must be removed if LA is ever going to return to being a true 
Anarch Free State. 


You now have a choice 
here, either give him the 
key and leave or open the 
Sarcophagus yourself and 
take over LA with the power 
that rests inside. If you leave 
him the key, its an explosive 
ending. 


After killing Ming Xiao and defeating the mighty Sheriff, you 
are teleported to LaCroix’s office. Prince LaCroix is nervous 
that you have come so far. 

He springs up with joy when 
you tell him you have the key 
to the Ankaran Sarcophagus. 

He’s delighted that you’re 
foolish enough to bring the 
key to him. You teach him 
the error of assumptions. 
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You’re sick of the Kindred and their politics. You want them 
removed and the Kuei-Jin are most the capable for the task. After 
a number of warnings(he really doesn’t like this choice!), the cab 
driver takes you to Chinatown where you meet Ming Xiao. She 
is very pleased you have come. She’s ready to accept you as a 
captain of her domain. She sends you to rid them of LaCroix. 



J ^laCroix _ 

Even though he ordered the Bloodhunt, you’re convinced that 
no one else has what it takes to rule this city. You’re sure he 
will take you back if you go 
to him. The cab driver takes 
you to the Ventrue Tower. 

After a short discussion the 
Prince drops the Bloodhunt 
and welcomes you. He sends 
you out on your last errand: 

Kill Ming Xiao. 

After slaughtering her minions and Ming Xiao, you obtain 
the key to the Sarcophagus and are teleported back to Ventrue 
Tower. He gives you the honor to drop the key in place. You 
guessed it, another explosive ending. 



After clearing the Ventrue Tower and defeating the mighty 
sheriff, you are teleported to LaCroix’s office. Prince LaCroix 
is shocked that you have betrayed the Kindred for the Eastern 
monsters. After a bit of conversation, Kuei-Jin enter the room. 
Ming Xiao explains that now there is only one who stands in 
the way of her and full power. Her guards close in on you and 
she admits she has admiration for you. She decides to let you 
live, but it may not be a pleasant existence. 

























<^Lone Wolf 

You’re sick of all this mess 
and decide to take matters in 
your own hands. You don’t 
care about the Sarcophagus 
or anybody else for that 
matter. You’re going to kill 
the Prince and Ming Xiao 
and leave this city for good. 

The cab driver takes you to 
Chinatown so you can start your goal. 

After killing Ming Xiao and defeating the mighty Sheriff you 
are teleported to LaCroix’s office. Prince LaCroix is nervous 
that you have come so far. You know have a choice in dialogue 
to either give him the key and leave or open the Sarcophagus 
your self and take over LA with the power that rests inside. 
The endings here are similar to the Anarchs endings 
previously described. 

If you left the key, you walk on the street below the tower. 
Debris is raining on the streets around you. Nines and some 
other Anarchs approach you and congratulate you on such a 
big success. You simply walk past them trying to ignore them. 













Funis 
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There are quite a few friends and foes, commonly referred to as “Non-Player Characters” or NPCs. Here’s a brief description of 
the major NPCs as well as a bit of background about where you find them in the adventure. 


<frSANTA MONICA 
Mercurio 

Mercurio is a Ventrue ghoul, 
who was brought into the 
undead fold because of his 
ability to secure anything for 
anyone at anytime. He has 
spent three decades working 
with the Camarilla as a 
bridge to the human world. 

When you first meet Mercurio, he won’t be at his best, but if 
you resist the urge to betray him to LaCroix, he becomes a 
valuable ally in the future as he can provide you with weapons 
and ammunition later in the game. 

Therese Voerman 

Therese, who considers 
herself to be the baron 
of Santa Monica, is the 
Malkavian vying to be come 
the Camarilla representative 
for Santa Monica. A 
shrewd and conservative 
businesswoman, she also 
runs the local blood bank housed in the basement of the Santa 
Monica Medical Clinic. She can nearly always be found at 
the club, and is well connected in the area. When you first 
meet Therese, you need a favor, but she won’t make it easy on 
you. Play along to get a gauge on the sisters before you decide 
which one to side with. 





Jeanette Voerman 

Jeanette is the devil-may- 
care Voerman sister who 
is also part owner of the 
Asylum. While her sister 
Therese runs the club 
financially, Jeanette ensures 
the patrons keep coming by 
making the music, drinks, 

and atmosphere fresh. She is the polar opposite ofTherese, 
and has been working against her sister with Bertram Tung. 

Bertram Tung 

Bertram is the Nosferatu 
who can help you get in to 
the Sabbat Warehouse. The 
consummate information 
gatherer, he has plenty to offer 
about the background of the 
Camarilla, Anarch, Sabbat, 
and the current situation. 

Bertram, along with Jeanette, has been using his contacts, ghouls, 
and savvy to be a thorn in Therese Voerman’s side. 

Beckett 

Beckett, who is a famed 
Noddist scholar and traveler, 
is in town because of odd 
events surrounding the 
Elizabeth Dane and the 
large concentration of Thin 
Bloods in the city. Beckett 
is an explorer, a seeker of 
knowledge and an enigma in Kindred society. While most 
vampires believe in a biblical creation story, Beckett searches 
for the true reasons why vampires came to be the blood starved 
creatures of night they are. Beckett is a true independent 
vampire, owing allegiance to no side or faction; he only relies 
on a few allies and his wits to aid him on his quest. Becket is a 
member of the Gangrel clan. 


































NPC Stats 
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Tutorial Thug 

Human 

20 

3 

2 

2 

2 

2 

1 

Tutorial Sabbat 

Supernatural 

24 

2 

3 

2 

2 

1 

X 

Generic Cops 

Human 

100 

9 

8 

8 

4 

3 

10 

Clinic Guard 

Human 

52 

4 

4 

3 

2 

2 

4 

Mercurio 

Ghoul 

100 

2 

7 

5 

3 

2 

2 

Beach House Thug 

Human 

48 

5 

5 

4 

3 

1 

0 

Dennis 

Human 

48 

6 

6 

5 

4 

1 

4 

Chunk 

Human 

60 

4 

4 

3 

3 

2 

4 

Blood Guardian 

Supernatural 

135 

2 

1 

1 

2 

0 

X 

Diner Thug 

Human 

40 

1 

3 

3 

0 

1 

0 

Stan Gimble 

Human 

100 

2 

8 

5 

4 

3 

5 

Cathayan 

Supernatural 

192 

2 

6 

6 

6 

1 

X 

Warehouse Lesser Thug 

Human 

48 

7 

6 

5 

2 

1 

4 

Warehouse Thug 

Human 

60 

7 

6 

5 

4 

3 

6 1 

Warehouse Sabbat 

Supernatural 

112 

6 

3 

2 

5 

3 

X 

Serial Killer 

Supernatural 

308 

0 

5 

5 

5 

5 

X 

J u ^ us Supernatural 

104 

2 7 

4 

5 

— 1 1 

X 



< ^|DOWNTOWN LA 
Nines Rodriguez 

Nines is the de facto leader 
of the Anarchs, a faction 
of rebels, bruisers, and 
idealistic radicals who give 
an indifferent shrug to 
the elder vampire power 
struggles, but have managed 
to be the dominant sect in 
Los Angeles for decades, due mostly to the dedication and 
inspiration of leaders like Nines. He’s constantly on the move, 
but he can be found at the Exhaust Pipe when you first arrive 
in Downtown, which is a Anarch bar in Downtown LA. Even 
though Nines comes off as king of the thugs, underneath 
his tough exterior he genuinely cares about the Anarchs and 
the local Kindred but is having a difficult time adjusting to 
his role as leader and the responsibilities it entails. Nines 
explains Anarch philosophy and trains you in using Melee and 
Unarmed feats if you talk to him at the right times. 


Prince LaCriox 

Sebastian LaCroix is the 
prince of Los Angeles, the 
most influential vampire in 
the city. An elder vampire, 

LaCroix was born of 
aristocratic blood in the 
late 1700s. He served in 
Napoleon’s army as a mortal, 
and shortly thereafter, was embraced by a noble vampire. He 
worked his way up the chain of command by brokering deals, 
making allies, and ruining his enemies. He has adapted to 
modern life well and wears the finest suits, lives in the tallest 
building, and holds sway with most of the vampire community 
of Los Angeles. He commands respect and oozes with self- 
confidence and authority. He’s a politician, and knows an 
opportunity when he sees one. Be wary of the Prince’s scheming 
ways, often what he says is true is far separated from reality. 









































































NPC Stats 




Downtown Thug (Traffik) 

Human 

64 

7 

6 

7 

5 

1 

8 

Downtown Tong (Traffik) 

Human 

64 

6 

5 

6 

5 

1 

8 

Regular Elizabeth Dane Guard 

Human 

60 

7 

2 

2 

4 

1 

4 

Tough Elizabeth Dane Guard 

Human 

76 

8 

6 

3 

6 

2 

8 

Museum Guard 

Human 

64 

8 

8 

9 

4 

2 

8 

Grout’s Female Ghouls 

Ghoul 

56 

3 

3 

2 

6 

1 

6 

Grout’s Male Ghouls 

Ghoul 

72 

2 

4 

3 

5 

2 

6 

Burning Ghoul (Grout’s) 

Ghoul 

24 

2 

2 

2 

6 

1 

5 

Jezebel Locke 

Supernatural 

192 

4 

7 

6 

5 

2 

X 

Brother Ranker 

Supernatural 

224 

0 

3 

3 

5 

2 

X 

Crackhouse Plague Victims 

Zombie 

52 

2 

0 

0 

2 


2 

Bishop Vick 

Supernatural 

280 

5 

3 

4 

5 

5 

x I 

Igor 

Human 

76 

6 

6 

7 

6 

2 

8 

Igor’s Cronies 

Human 

76 

6 

6 

7 

6 

2 

8 

Russian Mafia 

Human 

76 

6 

6 

7 

6 

2 

8 

Russian Mafia Elite 

Human 

80 

8 

6 

7 

5 

2 

9 



^Jlm mrnnn 


Isaac Abrams 


Andrei 


Mr. Abrams, an influential 
Toreador who claims 
Hollywood as his barony, 
is a powerful patron of the 
film industry. Ostensibly, 
his main source of income 
is his stylish jewelry store, 

* Abrams Fine Jewelry, on the 
Hollywood strip, but he must surely have his fingers in many 
other pies. Isaacs relationship with Ash serves to demonstrate 
the difficulty of the Sire/Childe relationship. Coming from 
the old school way of doing business, Isaac can be cordial but 
also tough when he needs to be. He openly admits his dislike 
of the vampire faction the player is aligned with and is wary of 
them at first. 



As a Sabbat leader in Los 
Angeles, Andrei is a cruel 
Tzimisce skilled in the art 
of fleshcrafting. A classic 
Tzimisce, he fancies himself a 
clever aristocrat and delights 
in suborning others and 
messing with their heads. 

Andrei is a monstrous old-world vampire who practices 
vicissitude, the black art of fleshcrafting. He finds comfort in 
the depraved and bestial side of his vampire nature and rejects 
all things human. Andrei will be a stand as a major opponent 
to your agenda in Los Angeles. 
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Holhwood Thug 

Human 

/ ^ 

64 

/ ^ 

7 

/ 4* 

6 

/ ^ 

7 

5 

/ 

i 

/ % v ] 

8 

A* 

Supernatural 

100 

4 

2 

2 

3 

1 

X 

Ash Hunter 

Human 

140 

7 

5 

5 

5 

3 

8 

|\'h Hunter w/Crossbows 

Human 

100 

7 

5 

5 

5 

3 

10 

Chastity 

Human 

196 

7 

7 

4 

7 

3 

10 

Headrunner 

Supernatural 

56 

5 

2 

3 

2 

1 

x i 

The Tzimisce 

Supernatural 

450 

6 

11 

11 

7 

1 

X 

Nagaraja 

Supernatural 

224 

5 

5 

7 

4 

5 

X 1 

W arrens Spider Creation 

Supernatural 

244 

2 

8 

10 

3 

3 

X 

\\ arrens Claw Creation 

Supernatural 

140 

7 

4 

4 

5 

2 

x i 

Cemetery Zombie 

Supernatural 

50 

2 

10 

6 

1 

1 

6 

Gargoyle 

Supernatural 

800 

5 

10 

12 

5 

1 




A 


W: 


Temple Guard 



Chinatown 


The Mandarin 


This mysterious silver-haired 
man is a high ranking Fu 
Syndicate specialist who has 
been tasked with finding 
a way to destroy Kindred. 

The Mandarin makes most 
vampires look like saints, and 
he has no qualms about using 
torture, deceit, and murder to achieve his purposes. 



Ming-Xiao 


Ming-Xiao is the leader 
of the Kuei-jin, Asian 
Supernaturals who have 
recently emerged as a major 
player in California. She 
is stoic, cold, factual, and 
operates with a ruthless 
efficiency that infects every 
facet of her existence. Although she may appear to be playing 
it straight with you, remember that Kindred and Kuei-jin 
have never co-existed in peace and have had a long history 
of betrayal and war. The promises Ming-Xiao offers you may 
have ulterior motives. Despite this, you must talk to Ming to 
gain permission to temporarily operate in Chinatown when 
you arrive. 



Friends and Foes 





























































Wong Ho 

Wong is a successful 
human businessman who 
can always be found in his 
office at The Red Dragon 
restaurant. As head of the 
Chinatown Business and 
Culture Council, he is well 
known, and well liked, by 
many Chinatown citizens and shopkeepers. He acts as de 
facto Mayor of Chinatown, listening to the plights of those 
he leads. A forthright and genuinely upstanding man, Wong 
Ho expects the same of others even though he is constantly 
let down. When you meet him, his daughter is in dire straits, 
so you should help him since having an ally like Wong Ho is 
invaluable. 



Yukie 

Yukie is Shi, a Demon 
Hunter from the East. When 
her family was wiped out, 
she was taken in by a Demon 
Hunter mentor until he 
too met an untimely end. 

She may form a temporary 
alliance with you to take on a 
greater evil in Chinatown. Yukie is unrelenting in her pursuit 
of demons. Her armor and katana clearly makes her stand out 
in the Chinatown rarnen shop, where she can be found. 



NPC Stats 



Tong Thug 

Human 

104 

10 

4 

3 

7 

1 

9 

Johnny 

Human 

104 

10 

7 

4 

6 

3 

5 

Zhao 

Human 

160 

10 

5 

9 

4 

5 

5 

SWAT 

Human 

144 

9 

9 

5 

8 

4 

9 

Fu Syndicate Guard 

Human 

108 

8 

5 

3 

6 

4 

5 

Mandarin 

Human 

164 

5 

5 

3 

6 

4 

14 

Barabus 

Supernatural 

100 

2 

8 

9 

2 

1 

X 

Lu Fang 

Human 

100 

6 

6 

7 

4 

3 

6 

Yukie 

Human 

400 

2 

7 

7 

9 

3 

13 

Hengeyokai 

Supernatural 

968 

5 

9 

11 

7 

5 

X 

Lesser Giovanni Guard 

Human 

116 

6 

5 

5 

7 

3 

9 

Regular Giovanni Guard 

Human 

120 

6 

5 

5 

7 

3 

9 

Tough Giovanni Guard 

Human 

136 

6 

3 

7 

7 

3 

9 

Bruno 

Supernatural 

216 

6 

3 

7 

8 

3 

>Ll 



Zombie 0 



























































Endgame 


NPC Stats 


m 


Giovanni Zombie 

Supernatural 

/ £ 

50 

/ 

2 

/ "n 

10 

/ ^ 

6 

/ £ 

1 

/ <r 

i 

/ 

6 

Sword Chang Brother 

Supernatural 

276 

6 

11 

8 

10 

1 

X 

Claw Chang Brother 

Supernatural 

276 

6 

12 

9 

9 

1 

X 

Regular Vampire Hunter 

Human 

120 

7 

4 

6 

6 

4 

10 

Tough Vampire Hunter 

Human 

124 

9 

6 

8 

7 

4 

12 

Bach 

Human 

440 

6 

4 

5 

4 

1 

X | 

Hallowbrook Ghoul w/Brokk 

Ghoul 

80 

3 

6 

5 

4 

1 

4 

Hallowbrook Ghoul w/Braddock 

Ghoul 

80 

4 

6 

5 

5 

1 

5 

Hallowbrook Ghoul w/Knife 

Ghoul 

80 

8 

5 

5 

5 

1 

7 

| Hallowbrook Ghoul w/Shotgun 

Ghoul 

80 

4 

6 

5 

4 

1 

4 

Hallowbrook Sabbat w/ Shotgun 

Supernatural 

132 

6 

3 

4 

5 

3 

X 

| Hallowbrook Sabbat w/ Bullpup Rifle 

Supernatural 

132 

4 

3 

4 

6 

1 

X 

Hallowbrook Sabbat w/Braddock 

Supernatural 

132 

7 

3 

4 

6 

2 

X 

| Hallowbrook Sabbat w/ Potence 

Supernatural 

128 

7 

3 

4 

5 

1 

X 1 

Lasombra Shadow Gunners 

Supernatural 

136 

10 

2 

2 

4 

1 

X 

|Tremere Antitribu - Hallowbrook 


256 

5 

1 

1 

4 

1 

X 1 

Warform Tzimisce 

Supernatural 

450 

6 

11 

11 

7 

1 

X 

Bloodhunt Vampire w/ Auspex 

Supernatural 

132 

7 

3 

4 

6 

1 

X 1 

Bloodhunt Vampire w/Celerity 

Supernatural 

128 

7 

3 

4 

6 

1 

X 

Bloodhunt Vampire w/Fortitude 

Supernatural 

132 

7 

3 

6 

6 

2 

X 1 

Bloodhunt Vampire w/Potence 

Supernatural 

128 

7 

3 

5 

6 

3 

X 

Bloodhunt Vampire w/Presence 


128 

7 

3 

5 

6 

2 

X 

Bloodhunt Vampire w/Protean 

Supernatural 

148 

7 

3 

5 

6 

3 

X 

Standard Keui-Jin Guard 

Human 

124 

6 

6 

6 

8 

6 

10 

Keui-Jin Guard w/ Sword 

Supernatural 

190 

6 

6 

6 

8 

6 

9 

Keui-Jin w/ Flaming Crossbow 

Supernatural 

164 

6 

6 

6 

8 

6 

9 

Ming Xiao 

Supernatural 

1200 

8 

8 

7 

3 

4 

X 

Ming Xiao Severed Tentacle 

Supernatural 

10 

8 

5 

4 

4 

1 

X 1 

Ming Xiao Proxy Beast 

Supernatural 

325 

2 

6 

6 

1 

1 

X 

Ventrue Security 

Human 

100 

5 

9 

7 

6 

0 

13 

SWAT 

Human 

144 

9 

9 

5 

8 

4 

9 

Super SWAT 

Human 

246 

7 

9 

6 

10 

4 

15 

Ventrue Suicide Bomber 

Human 

320 

3 

2 

2 

7 

1 

5 

Ventrue Guards 

Supernatural 

160 

7 

5 

3 

7 

2 

X 

The Sheriff 

Supernatural 

520 

4 

6 

9 

10 

5 

X 

Chiropteran Minion 

Supernatural 

225 

8 

7 

7 

6 

3 

10 

Final Battle Cops 

Human 

100 

6 

7 

7 

4 

3 

4 

Chiropteran Behemoth 

Supernatural 

o 

00 

00 

5 

11 

11 

4 

5 

_xJ 1 
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STRATEGY GUIDE 


IJ 

1 mrm 


ASSASSINS 
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BradyGAMES published its first strategy guide in November of 1993, and every year since 
then, we’ve made great efforts to give you the best guides possible. Now celebrating our 
10 tn anniversary, we’d like to take this opportunity to say a few things and extend a spe¬ 
cial invitation to you—our readers. 


First of all, THANK YOU! Whether you’re a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have enhanced 
your overall experience when playing games. These days, completing a game isn’t just 
about how quickly you finish. It’s about uncovering absolutely everything a game has to 
offer: side quests, mini-games, secret characters, and multiple endings just to name a few. 
That’s what the TAKE YOUR GAME FURTHER* banner at the top of our guides is all about. 

Many games deserve more than just a standard strategy guide, and we recognize that. Our 
guides are produced with the highest quality standards and are tailored specifically for the 
games they cover. With the introduction of our Signature Series and Limited Edition 
guides, we raised the bar even higher. 

Now for the “invitation" part. Although we constantly challenge ourselves to improve our 
guides, we’d like your help too. You’re formally invited to tell us what you think about our 
guides. Like something we do? Let us know. Think something we’ve done is totally lame? 
Please let us know. We want your feedback no matter if it’s good, bad, or just plain ugly. 
You can write or e-mail us at the addresses below, and we will read what you send. Your 
opinions are important to us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 

BradyGAMES feedback@bradygames.com 

800 E. 96th Street, 3rd Floor 
Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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©1999-2004 Activision, Inc. and its affiliates. Activision, Pro Skater, Tenchu, and Zork are registered trademarks and Call of Duty,’ 
THUG, True Crime, and True Crime: Streets of LA are trademarks of Activision, Inc and its affiliates. Spider-Man and all related 
Marvel Characters, ™ & © 2004 Marvel Characters, Inc. Spider-Man, the movie ©2002 Columbia Pictures Industries, Inc. Tony 
Hawk is a trademark of Tony Hawk. Vampire: The Masquerade - Redemption is a trademark of White Wolf Publishing, Inc. 
Empires: Dawn of the Modern World is a trademark of Stainless Steel Studios. 






































PREPARE TP5EE THE DIP fll fl AIRY 
YOU IIE REUER SEER IT BEFORE 


1,1 lK J t 

The World of Darkness is a dangerous place, and 
not one to enter without preparation? Learn about 
the vampire CLANS and thei?ATTRIBUTES, 
ABILITIES, FEATS and DISCIPLINES so you 
can create a Kindred capable of more 
than just survival. s \\ . 


Chinatown 
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Even the most powerful vampire may 
needsome additional help: Inside this 
- guide is a listing of ITEMS aricT^L 
WEAPONS to help you through 
dangerous late night encounters. 



Zj 7 

Don’t walk the dangerous streets of Los Angeles in 
the dark! The WALKTHROUGH is augmented 
with DETAILED MAPS, showing the key points 
of interest. From the streets of Santa Monica to 
the encounters in Chinatown, every step of yo ur^ 
adventure is covered. 
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www.bradygames.com 


www.activision.com 


www.troikagames.com 



$19.99 US/$28.99 CAN/£ 12.99 Net UK 


© 2004 White Wolf Publishing, Inc. Vampire: The Masquerade, White Wolf and the World of Darkness are registered 
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